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EXCLUSIVE PC REVIEW! 

MONKEY ISLAND 2 

Best Adventure in the Whole World - fverf 




"fast just isn't the word for this 3D - an excellent game that more ' 
than lives up to it's name." - ACE I 
"Epic is one of the finest products i have played this yean the depth 1 
of gameplay and graphics are of a truly stunning 
standard. the sheer number of vectors used on the 
screen is incredible with the final battle having 
over 500 independently minded ships," - Games X 

BOTH AVAILABLE FOR ATARI ST? 

OCEAN SOFTWARE LIMITED , 6 CENTRAL STREET MANCR 1 




>re "Knocks your socks off... you've never seen 3D as good as this. 

The 3D twist works extremely well and arguably makes Robocop 3 
3th the best film licence yet " - ACE "The vectors are super slick and 




smooth, all animations are top notch, giving us 
some of the best vectors around and the screens 
are superbly drawn. This is definitely one of 
the best film licences yet." - GAMES X 



HAMIGA - IBM PC & COMPATIBLES 

MANCR M2 5NS . TEL: 061 832 6633 , FAX: 061 834 0650 








No. 53 FEB 1 


992 



By the mighty stones of Jupiter! 
Can nothing stop these people?! 
Something has gone seriously 
right in the software industry. 
The firms who we all used to 
know and love for churning out 
ru n of the mill beat-'em-ups have 
now gone into quality overdrive 
and are continually releasing 
games of a remarkable class. 
Particular stunners this month 
are Monkey island 2 and Fafcon 
3.0, both earning Trailblazer 
awards. 

This continual flow of quality is 
putting us in quite a tricky spot 
marking-wise, and that's for sure. 
Even in the light of our new 
regime of tough scoring, we've 
had to award some blisteringly 
high scores this month, simply 
because the games are so good. 
Still, if software releases contin- 
ue to improve at this amazing 
rate, it looks like we're stuck with 
it! 

Happy New Year! 
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Well, maybe we shouldn't have spoken $o 
all these interactive movies were rubbish, 




decided that 
THIS! 




With an impressive 
portfolio of no-nonsense 
op conversions and hSgh- 
ine movie tie-ins. the job 
of producing Virgin's forthcoming 
for game for the 

wai the ncKt logfcol 
step for Probe Software Will 
Ami* firntf|) yt th> computer 
game he 
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Awards 



iere are many forms to fill out in 

Lfife Poll tax forms, bank forms, 
credit forms and so on, However, 
none of the forms listed above are half as 
exciting or worthwhile as the Golden 
Joystick Voting Form which you will find 
on page 12. 

Not only does the Form give you the 
chance to let the Industry really know 
what you think of their software, but it 
gives you the chance to win £500 worth 
of games in our Grand Prize Draw] 
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Gary Whitta's Previews makes a 
welcome return to its tvvo-psge format 
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And doesn't it look good for it? 



US Gold's The Godfather may well be a 
%5 O perfectly good shoot em up, but is it 
realty anything like playing the film, at sift 
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We rawed about it the month before last on Amiga 
and now the Megadrive version gets the same 



treatment; Robocod r under the Electronic Arts label. 
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Populous 2 r may well foe one of the finest games in 
the world today, but it's not easy, is it? Check out 
our tips special and your omnipotent worries will be over. 




7 News - Super NES hits the UK, Prince of Persia an Garneboy, The Addams Family on CD- 
Rom. 12 The Golden Joysticks Voting Form 14 Letters, 21 In the Works ■ Guest from Virgin and 
Terminator from, ernn, Virgin. 32 Previews. 74 Console Section - Newest releases for your 
entertainment system. 84 Trie ks'n Tactics - Populous 2, Heimdalf, 90 Reviews Directory. 



R E V I 
Godfather 

With the third episode in the movie saga getting ;a lnke-warni nfepiLcm, 
US Gold's intepretation of the Godfather is going to have to stand on its 
own two feet. But how well will it fan 1 ? 
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Conquests of the Longbow 

Yen, alright, so we called it Legend of the Longbow on the cover* and it's 
actual title is Conquests of the Longbow, Legend of Robin Hood. But 
that'"s all by the; by, because it's a cracking game! 

5° 

Falcon 3.0 

The Brat Flight Game In The Whole World Ever! Even grumpy old 
marks-miser Douglas was impressed with Spectrum Holobyte's latest 
offering. So impressed, that tic's given il his highest mark ever! 



W 
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Elvira 2 - Jaws of Cerberus 



Phoar! ITiis sequel to the popular Dungeon Masterstyle adventure 
[calurrs a huge slavering beast from Hell sun 1 to shock jj;imrrH ra their 
very socks. And Cerberus is pretty frightening too! 
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Monkey Island 2 

Funny Dave Upchurch reckons that Monkey Island 2 is the best 
adventure he's ever played, and whn are we tn ;irgue? Lucasfilm sweep 
the board again with "9 "s and awards. 
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John Madden Football 

electronic Arts win again with the Amiga conversion of the game that 
wowed the Megadrive world a few months ago. And Gary Whitta just 
can't gel enough of John s hot action. 





More tales 
J of Arabia 







SCARED OUT OF YOUR WITS 

Apart from spawning a hit television series and motion picture, Charles 
Ad dam's ghoulish cartoon characters are now appearing in interactive farm. 

The Addamz Family from Paramount Pictures starring Anjclica ] luuMun r 
Christopher Lloyd and Raul Julia opened across Br itain, appropriately enough, 
on Friday 13 December. "Iliis creepy black comedy is reportedly the biggest 
grossing movie since Terminator 2 and Robin Hood: Prince of Thieves 

I COM Simulations has developed a CD-ROM Ad dams Family game for 
the TurboCrafix (PC Engine). It's already on sale in the USA for a little 
over sixty dollars and is apparently the first TurboGrafs-CD game to feature 
'realtime scrolling' for smooth scene changes ► I COM Simulations is the 
respected multimedia developer that previously created the revolutionary 
Sherlock Holmes Consulting Detective, a most elaborate production with 
digitised footage of live actors, real sets and human voices. 

The storyline of th- ■ 1 uw Addams Family game follows the humorous antics 
of these morbid eccentrics. Assuming the role of family lawyer Tuily Alford, 
you attempt to find the family vault through more than thirty booby-trapped 
rooms, tunnels and mazes contained in the Addams' gloomy Victorian man- 
sion. Along the way, you'll encounter Gomez, Morticia, Uncle Fester, Pugsley, 
Wednesday, Grandma, Lurch, Thing and a whole host of squeamish sur- 
prises. 

41 Compact disc allows us to offer cutting-edge games that are more real- 
istic and challenging to play," says Ken Wirt, General Manager of the Home 
Entertainment Division at NEC. "We think CD video games will pave the 
way for new types of home entertainment. Gamers will feel like they're 

starring in their own movie," 





Already a tremendous success an the IBM PC 
and Amiga courtesy or Domark, Uroderbund's 
Prince of Persia Is now enchanting Gameboy 
and Super Famicom piuyura. If you Vc led a shefc 

tered life, fear net, it s not too late te sample 
the fantastic graphics and incredible payabili- 
ty of this outstanding platform romp* 

During the game P you have Oflty sixty minutes 
to escape the palace dungeons anil rescue a 
fair princes* from the clutches of that nasty 
tyrant Jaffar. Do yen possess the right joystick 
waging Mils to slosh and dash your way past 
the twelve levels packed with palace guards, 
deadly trap doors and collapsing ceilings? 

Author Jordan Mechner r a psychology gradu- 
ate at Yale University in North America, origi- 
nally used video footage of his younger broth- 
er prancing round his apartment like Eire! Frytni. 
THis film was digitised and transformed Into the 
extraordinary animation which make this game 
a cut above the rest. 

Thankfully, Prince of Persia has been sue* 
cessf ully transferred over to the two Nintendo 
consoles. Obviously the HCS Super Famleom 
outing sports improved graphics, but, nun 
importantly, superior music and sound affects 
now accompany your swashbuckling Far Eastern 
adventures. 

More amazingly, Virgin Games has managed 
to retain some fluid and realistic animation In 
the remarkable Gamohoy adaption. 

$p&$t3t ttlflfllto hi Fauricwn TmtiiMn and 1 JLO0M to iflfluWt. 



START SAVING NOW.. 
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Yet* H 1 < official. Nintendo is finally going to launch tha Super NES in this 
country before the end of spring. Hurrah! 

Tills super consols has hson satisfying tha playing lusts of Japs and 
Yanks in their million*. Presently, dasparata Brits make do with gray 
imported machines with makeshift loads awl guarantee*. 

Nintendo'* rw*^*ign*d boxy version of the original Super Famicom should 
cost around £150 and coma with Super Mario Worhl r one of the best video 
parties ever made. Other excellent titles like F-Zero, Zelda III r Populous, 
Super Ghouls 'n Ghosts 1 Tha Simpsons, SimCity H Gradius III and Super H- 

Typa should ba around at the same time. 

Despite a pitifully slow microprocessor that 
is frequently seen trying to catch up with the net 
of the smart hardware. Super NES has an edge 
over tha rival Saga Magadrive in terms of graph- 
ics and sound output- 
Could we see a £99 M egad rive next year, 
then? Nobody at Sega, not even the sandwich girl, 
was willing to comment, Then again, the 
Megadri ve is available today with a greater sefeo- 
tion of games. Sega is also preparing a European 
version of the Mega-CD, an attractive black box 
of audio visual wizardry which could shift the bal- 
back Ln Saga's favour. 






IT'S A MAD WORLD 

Gamesters with long memories should be glad to hear First Star Software 
and Kemco have converted the criuc^-acdaiined bpy vs Spy onto Ijamerwy. 

Those crazy cartoon spies from MAD magazine spring into action as they 
try any dirty trick to steal the secrets in this highly inventive game, first 
released on the C64 back in 1985. 

Furthermore, Spy vs Spy is such an utterly brilliant twoplayer game 
that a duo- link was one of the first options to be incorporated into this 
thrilling one-megabit cart. 

The whole affair is packed Full of ingenious booby traps and slapstick 
gags. It certainly makes a refreshing change from all those unoriginal 
Tetris clones which refuse to go a^u 1 * 



HAVE YOURSELF A SCOOBY SNACK 

Top animator Hanna-Bprttara and electronic giant Philips have teamed up in an effort to inject 
more spice into the rathe* dull collection of CDi (Compact Pise Interactive) software cii 
out in the USA and Japan. 

The marvelloua creative partnership ot Hanna-Baroora were responsible for ageless cartoon 
elastics like Tom & Jerry, Tha Flintstonos, Top Cat, Hong Kong Phooey* Yogi Bear, Wacky 
Races, Huckleberry Hound and, tha personal ACE favourite, Ecoohy Doo. 

Sat to invade these shores by the summer, CDi equipment from the likas of Philips, Sony 
and Matsushita looks similar to an ordinary CD-player but nlu^s into your TV to provide the 1 

1 

family With exciting now ways to be educated and entertained, 

Hanna^Barfm a claims Its premief CDI production, Happy Birthday to Me, will be the 
world's first interactive full motion video to follow tha recently agreed Moving Pictures 
Experts Group {MPEG) standard. This will hopefully reproduce Images and sounds just Ilk 
those seen during ordinary TV transmissions* Instead of Just watching, you'll be able to . 
change events with your remote controller. Cor! More CDi titles from Hunna-Barnera 
are expected to follow, 

As previously reported in ACE, American Interactive Media, part of the huge 
Philips empire, is additionally transforming the sensational Super Mario Bros and 
Legend of ZeMa video games over from more traditional Nintendo consoles. 

8 mm 



Hulk Hogan hits 
the arcades 

World Wrestling Federation s rollertoaster prod- 
net range has made another move into the com- 
petitive video games arena. 

Following the various best-selling computer and 
console titles from Acclaim and Ocean, Tecmo 
and Technos have devised a colourful coin-op 
based around the trendy sport seen on satellite 
TV* No doubt their interpretation will gOTiv«t*d 
onto home formats if the success of previous 
games are anything to go by. 

WWF Wrestlefest features the American 
wrestling heroes and villains beloved by thousands 
of fans around the world. Punters get the chance 
to play their favourites such as Ted Dibiase, fake 
"Fl-ip Snake' Roberts, Sgt Slaii^htpr and, nf mura. 
the most famous fighter of all, Hulk I logan. It's 
fun filled muscular mayhem all the way assures 
a hyperactive spokesperson. 

Bet the likes of old timers Giant haystacks and 
Big Daddy are fuming with envy. .. 
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A RARE DEAL 

Feeling exceedingly pleased with themselves, and rightly so too, the rich 
people at Mindscapc have snapped up the home computer conversion rights 
to the hottest Nintendo game in the States. 

like those over hyped Teenage Mutant Ninja Turtles before them, 
Battle-loads are already a cult phenomenon on the other side of the pond. 

Published by Trade west of Texas, this toadally awesome action game is 
currently available on NES and Gameboy, It tells the story of Zitz r Rash 
and Pimple in their intergalactic struggle against the evil, but rather slinky, 
Dark Queen. Battletoads should debut shortly on Super NFS. Megadrive 
and coin-op systems. An inevitable sequel is also on the cards. 

Ignoring all this American adulation for a moment, Battletoads is r in fact, 
another British masterpiece. The binary boffins at Rare first claimed their 
place In the great hi score table of history with classic releases like J etpac, 
Knightlore and Sabre Wulfe on the Sinclair Spectrum. Suddenly, before 
anybody had even heard of Nintendo or Super Mario Bros, they switched 
To console development and made an absolute fortune. 

Mindscape expects the micro versions of Battletoads will be ready in time 
for the rush next Christmas. By then we'll probably have the associated 
toys, action figures, dedicated electronic games, Marvel comic books and 
animated TV show coming out of our ears. 






Out break 
of violence 

Bloodthirsty Gameboy owners will be able to bash 
their everyday frustrations out on one of the most 
violent beat'em-ups ever released on their 
machine. 

Acclaim, producer of The Simpsons and 
Terminator 2 on Nintendo, is offering Double 
Dragon I J: The Revenge for your playing plea- 
sure. Fans of the first game and newcomers will 
flip over the moves, gameplay and graphics reck- 
ons a spokesperson for the Oyster Bay company 
in bustling New York. 

Billy Lee has been accused of eliminating anoth- 
er member of the Scorpion martial arts club. It s 
a frame up. Thus, Billy and twin-brother Jimmy 
must venture through the scrolling asphalt jun- 
gle to prove his innocence. 

This all translates into thirteen levels of non- 
stop close combat on a grand scale. Needless to 
say, there are still plenty of baseball bats ready to 
be swung in anger and dodgy whip-carrying 
Amazons to avoid. Will the Mohawk warriors rule 
the roost or can you help save the day? 

|ust in case Megadrive gamep layers are feeling 
left out, there's no need to fret Pal Soft in Japan 
i> 1 J j 1 iikiu^ oi you. Double Dragon II is now avail- 
able on your machine, too. 
101 



Megatastic conversions on 
their way ... 

We're vary proud to announce Irnagaworka' bodacious Megalomania arcade strategy game Is com 
ing soon to Megadrf ve r Mil PC and, wait for ft, CDTY. Y« T the 'machine of tha future 1 ate finally 
going to have something to get ita teeth into, fhere Is. life beyond Lemmings and Psycho Killer 
after all. 

Megalomania quickly forget* Ita roots in game* like Powermongar ami gets down to the serious 
business of being immense fun to play. It's a mix of many stylos enlivened by tome of the best 
sampled speech yet heard in a computer ^nme. 

Megadrive players are in for a double treat because their adaption of Megalomania contains a 
few slight enhancements, mainly In the graphics department. You can also hear all the terrific 
sound effects at the beginning of the game. An Influence of Japanese games design, perhaps? 
Creator Sensible Software has promised to fiddle with the joypad control so you won't miss the 
accuracy of a mouse. 

Finally, Image works has a datadlsk for the Amiga and Atari Sf copies of Megalomania In the 
pipeline along with a completely new sequel. 

WHAT A WONDERFUL 
WIDGET I 

Honamlp better known for the best-selling 
Turtles and Oradtus video games, has 
unveiled a most unusual accessory for the 
Gameboy in Japan. 

fha aleetc handheld console actually fits 
Inside the desktop Hyper boy unit which 
comes with a grip joystick, magnifying 
glass and pair of stereo speakers built 
in. Ibis dreamy device could be yours 
for a mere ¥5 P 8O0 (approximately £25). j 

Any good grey import artist 
should have the Hyperboy in 
stock within a month or to. 
Notice the Cunning product 

placement for KonaiaTa 
Nemesis II title In the 
advert. Those jjg 
sneaky marketeers 
strike again, eh? 
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GOING UNDERGROUND 

hi a bM tfl outdo the rival Eye of the Beholder aeries. Origin has decid- 
ed to concoct its own variant of the smash hit Dungeon Master. Sadly, 
only PC players can Join this dwp adventure. 

Ultima Underworld: The Sty elan Abyss again uses the fantasy setting 
of Britannia . Only this time, the pngnmiM have employed the 3D graph- 
ics technology first soon in the a wand-winning Wing Commander! 

"Ultima Underworld follows the stylo of the immensely popular Eye 
of the Beholder end Dungeon Master T but with substantial advances n 
technology and gameplay," maintains a spokesperson, *lts virtual envi- 
ronment envelops you In the richly detailed sights and sound* that ploy 
ers expect of the Ultima experience-" 

By the way T there are apparently over 24 miles of corridor* and rooms 
to explore. Luckily ? Origin supplies an innovate automaoping capability 
to stop you getting lost. 

On the othor side of the world > Super F ami com adventurers are cur- 
rently HmpUng tlr« delights of Ultima VI. P»*y j™ w ** 111 ** 
the conversion. Unless you can instantaneously translate Japanese r we 
recommend you wait for the English cartridge. Still, there's no harm in 
looking at tha pretty graphics or wiping the floor off gargoyles and other 
such creatures is then? 



All hands on deck 



After an exceptionally slow start, the Lynx colour handheld console is start 
mg to, ahem, pickup. Not only do personalities like Gazza, The Farm and 
Chesney Hawkes regularly switch onto the charms of Blue Lightning, 
California Games and the other forty or so titles, but Atari is promising to 
bunch five new Lynx games every month for at least a year. If this stag- 
spring schedule can be adhered to with decent product, this could make 
the Lynx a serious rival to the Nintendo Gameboy and Sega Gamegear 

According to the Slough-based hardware firm, there are about 150,000 
Lynx's in this country. Interestingly, Atari's market research suggests peo- 
ple buy around five games within the first three months of purchasing 
the console itself. Hey r that figure sounds familiar, right? 

Using a development system based around the Amiga, there are more 
than sixty titles currently being devised in Britain and the USA. Many devel* 
opers actually transfer their sprite graphics directly over from the Amiga 
and scale them down. After aU the Lynx was designed by the same team 
that invented the Amiga. 

Lynx boasts a more impressive hardware specification than the Japanese 
competition. For starters its microprocessor is a lot faster r the crisp LCD 
screen displays lar more colours, and a virtually unlimited number of sprites 
can be stretched and titled like an arcade machine. In some ways, the Lynx 
em outperforms the Amiga, Megadrive and Super Famicom. 

At the end of the day, it's the quality and quantity of software that really 
counts. And that's where the Lynx has been badly let down in the past- 
Atari needs a high profile video game like Super Mario Bros or Sonic the 
Hedgehog to make the big time. Unfortunately, there's still no sign of such 
a release. 



Nevertheless, Atari has managed to attract neat games like Shadow oi 
the Beast, Lemmings, Manchester Onited Europe. Switchblade [I, 
Daemonsgate, 720*, Rampart, Ninja Gaiden 111 and a whole host of orig- 
inal carts. * 

Eye of the Beholder is likely to be one of the biggest conversions over 
to the Lynx this year. Programmed by NuFX in the States, up to four play* 
ers will be able to simultaneously wander through the dark monster-filled 
dungeons in this four megabit cartridge. Eye of the Beholder could also 
be the first Lynx title to come with a battery-backed option to save your 
current game position. 

Things are definitively looking up for the Lynx fraternity, if only Atari 
can persuade Graham Gooch and Phillip Schofield to ditch their 
Gamegears... 



r 
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Yes, it's that time of year again. The time 
when the glitterati of the software busi- 
ness gather in the bustling heart of 
London's West End, all waiting with baited breath 
to see if their games have won a place in the heart 
of ACF readers. 

Yes, it's time again for the games playing gongs 
known as the Golden |uya tick Awards to be doled 
out to eternally grateful software supremos. 

But unlike all the other awards ceremonies 
around at this time of year, the Golden Joysticks 
arc the only awards decided entirely by your votes, 
and not by some poncey businessmen without 
the first clue what games are all about. Which is 



why K obviously enough, that we're requesting your 
forms nice and early. 

Now, remember that voting is an important busi- 
ness, and isn't a responsibility to be taken light- 
ly. The industry take your votes as a strong sig- 
nal of what you like and don't like about their 
software. So, il hundreds of thousands of votes 
come in saying that Mr Crappy's Uphill Chase is 
the best game ever, you can be pretty certain that 
every software house in Britain will be launching 
their own interpretation of the theme by next 
Christmas, 

So don't £0 squandering your votes, or you II 
only have yourself to blame for the consequences. 



Quite aside from the chance to benefit the soft- 
ware industry and the buying public as a whole, 
the advent of the Joysticks offers, you another gold- 
en {ho ho) opportunity. The opportunity to walk 
away with £$QO of free software. 

One voting form from a collective pool of entries 
from all Emap Images Magazines (Mean 
Machines, Computer and Video Games, CU 
Amiga, Sinclair User, The Two The Ones, PC 
Review and Megatech) will be drawn at the 
Joystick ceremony and the sender of the form 
will win the prize. 



; There are oniy two few conditions which you need to remember 
i 

j when voting; 



9 Console Game Of the Year - 8 Bit 



1. 4// voting forms must be posted by Friday 12th March* After 



ID. Console game of the Year ■ 16 Bit, 



this date no votes wfN be accepted. 
2, Games eligible for nomination must have been released 
! between January 1st 1991 and December 31st 1391. 



11. PC Game of the Year 



■ ■ J . IB B B ■ I 



And it's as simple as that So, filf in the coupon, out it out and send 12. 8 Bit Game of the Year 



! it off. 



Name: 



Address: 



III F lllHi'HIIIIIIIIII+m' JJJJJ L 1J LI 



i 1. Best Graphics - S Bit ....... 



1 2. Best Graphics - 16 Bit 



3. Best Soundtrack - 8 Bit .. 



j 4. Best Soundtrack - 16 Bit „.„ H 



5« Best Simulation - 8 Bit 



■ 6. Best Simulation 1G Bit, , 



7. Best Coin-Op Conversion - 8 Bit 



8 r Best Coin-Op Conversion - 16 Bit 
12 
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13. 16 Bit Game of the Year 



14. Programming Team of the Year 



... .1 LJ B B ■ ■ 



15. Hardware Manufacturer of the Year,,, 



1G. Software House of the Year . 



17. Worst Game of the Year. 




»nd your enlrtai toe 

THE GOLDEN 
JOYSTICKS 
AWARDS 

ACE r Priory €ourt F 
^ 30-32 Farringdon 
Lane, Farringdon 
London, EC1 3AU 



- 




t the soi l 
a whole, 
Jier gold- 
y to walk 

>f entries 
(Mean 
nes, CU 
'nes, PC 
i at the 
he form 



I 



I 



Spark a flame of freedom 




into a wildfire of revolution 




PROSE 



TM 



SIMULATION * SOFTWARE 



Hames of Freedom, lor IBM PC compatibles, Commodore Amiga, and Atari ST, 
MicroPros*: I id. Unit 1, Hampton Road Industrial Estate, Tetbury, Gins. 
GL8 8DA. Tel: 0666 504 326. 
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My, what a bulging sack we had 
this month! We were quite con- 
cerned that unless it was emptied, 
it might burst! Indeed, so many and 
varied were your opinions that 
we've had to knock a page off News 
in order to fit them all in the issue. 
But let's face it, it's well worth it. 
since it's your views that fuel this 
ker-razy old industry of ours. 

The address to send your let- 
ters to is: ACE Magazine, Emap Im- 
ages, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU, Remember 
to mark your envelope 'Letters' or 
they will end up in our cheque-sort- 
ing operation on the moon, or 
something. 

KEEP IT SIMPLE 

OK do keep a lid on it can't you? I've read 
ACE for years and have always viewed it to 
be one of the best magazines around. But 
now I worry that my favourite games read is 
becoming an impenetrable mass of cliches 
and references to all manner of rubbish apart 
from the things you're actually supposed to 
be writing) about; games (remember them?). 

Your last issue (52) was a particu- 
larly bad offender. Jim Douglas is probably 
the worst offender of all. ranting on about 
how good The Water Margin was. Quite aside 
from the fact that it wasn't any bloody good, 

umsm 



who cares? What possible relevance has this 
got to the game being reviewed (First Samu- 
rai)? And he's at it again in the Another 
World review, spouting on about French 
comic books! Get a grip, you're going soft in 
the head! If I want to know about French 
comic book art. Nl go to the bloody Arch de 
Triumph, or whatever it's called- 

Now, far be it from me to lecture 
you chaps on how to put a magazine to- 
gether. You obviously know better than me r 
but it does rather seem like you all want to 
be writing for some ponce y mag like GQ or 
sumeiriiriyj. Well you're not, dm you? 

And if I sound as if I'm slagging you 
off, I'm sorry. It's just that I can't see the 
point of all this extra information, If s games 
I'm interested in, not old TV shows and 
comics. 

Darren Smith 

Highbury 
London 

DISKTASTIC 

Vou must be maoM Tve just read your re- 
sponse to the letter by Alex Knockholt in the 
last issue, I think he made some very good 
points about the benefits of magazines car- 
rying front-cover disks. 

While I agree with you about the 
quality of lots of magazines taking the mick- 
ey out of their readers by slapping a disk on 
the front and allowing the magazine to be- 
come rubbish, I don't think that would hap- 
pen with ACE. 

ACE is a good magazine and looks 
really nice. So there's no reason for ACE to 
become rubbish with a disk because it Is so 
good now r a disk would Just make it better. 

That is unless you are scared that 
you can't produce disks as good as everyone 
else, but ACE could kick anyonrS butt in a 
disk fight, I'm sure. 

It's bonkers for ACE trying to sell 
more than other mags when they have a disk 
on, so do one and you will be No.1 ! 

Erik Suenson 
The Netherlands 



BOSS FANS! 

Thank you, ACE r for your free Software Boss 
game. Myself and the little woman have had 
many a happy hour over the Christmas peri- 
od taking the roles of the bosses of our 
favourite games companies. I take the role 
of Anil, because I admire his business sense, 
but my wife likes to be Stewpot, because she 
thinks he's cute. 

Although the game is excellent, I 
have a couple of Suggestions which would 
make it even better* 

1. It would have been nice to have 
a lady from a software house represented. 
How about the dishy Nadia from Storm or Jo 
Cooke from Ocean? They could have had lit- 
tle blouses on instead of the gents' shirts and 
ties. 

3. I think gving back to the Start just 
because you land on the Friday 13th square 
is a bit unfair. I lost the game to my wife be- 
cause of this feature, despite having a good 
idea for my game and CTW writing a nice sto- 
ry about me. 

3. I also think that while the major- 
ity of things are true to the madcap things 
which can happen in this exciting and vibrant 
industry. It's improbable that a software 
house's office would fall off a cliff and he hit 
by lightning at the same time. 

My own version of Hie game has been 
amended with different penalties for land- 
ing on these squares. I rn interested in swap- 
ping my own custom Day to Day tables with 
other readers who have drawn up their own. 
Anybody interested? 

Mark Phillips 
Neptune 



THE MORAL 
MINORITY 

Sir t I am sure that I am not alone in growing 
concerned at the increasing levels of 'adult' 
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material and themes present in today's com- 
puter software. Quite aside from the levels 
of graphic violence shown with sprites and 
digitised actors suffering all manner of aw- 
ful things,, the overall premise of so many of 
today's games is just so... unsavoury. 

I'm no prude, but I find the constant 
barrage of images of lycanthropy (the cover 
of issue 52, no less), ritual slaughter and sol- 
d iers of f ortu ne more than a I ittl e d isturb ing r 
especially since there are no laws governing 
the game's purchase. Any easily- influenced 
young child may be in some way affected by 
continual and prolonged exposure to violent 
games devoid of any moral guidance. And 
simply because no studies actually suggest 
that is the case, it doesn't mean that it's not. 

After all, plenty of people died of 
cancer because nobody had attributed the 
disease to smoking until it was too late, so 
why should we close our minds to the dam- 
aging effects of evil images, simply because 
there's no tangible evidence - yet. Let's act 
before if s too late. 

Thomas Whitcombe 
Portsmouth 



COIN-OP 
SCANDAL! 



What is wrong with whoever runs these big 
software firms? Why do they think that I 
want to own a conversion of all these coin- 
ops? I don't! If I want to play a shoot-'envup. 
or a racing game or an airplane blast, I can 
go to the arcade and play them, and enjoy 
far superior graphics, better sound and 
whizz-bang extras like moving cabinets and 
3D vision, all for about £1 for a go on a real- 
ly great machine, 

And these people are asking me to 
spend £25 on a crappy version af the game 
with none of the excitement of the arcade 
version. 

Have they got their maths wrong or 
something? For a start who wants to play an 
arcade game twenty- five times? I bloody 
don't. 

So let's get this straight these so- 
called software companies are asking us to 
pay the same amount of money for the pri* 
valege of playing their inferior version in our 
own homes as we would normally pay for a 
completely unrealistic amount of goes on a 
coin-op. If you ask me, it's a bloody con. 

So I'm asking you, ACE. as the cham- 
pion of all that is good about games to do 
something about this farce and make softcos 
realise that it just isn't good enough any- 
more. 

Nigel Ravens 
Stockport 
Near Liverpool 




DEEP THOUGHT 

I have thought a lot about the Amiga's future recently, and I've 
come to the conclusion that Commodore should release a 
console version of the Amiga, Maybe they aren't so keen 
on that after the horrible failure of the C&4GS. but I be- 
ligve that the reasons for releasing it are good and 
many. 

First, the piracy is a problem. This would be 
partly solved by making the games on cartridge, as they 
are much harder to copy. The cartridge also has other ad- 
vantages, such as no (?) loading time and greater storage ca- 
pacity. Just think of playing the Dragon's Lair type games with- 
out having to wait for the graphics to load all the time. The Sierra 
type of games would also benefit from cartridge with all their disks f 
and extremely long loading times. Owners of 'real' Amigas would 
probably buy cartidges too. If the price was about the same. How much does it cost to 
make a game on cartridge anyway? 

Second, many young people just want a games machine, not a computer, so why 
not give them what they want? The Amiga has a huge amount of great games and these 
could be re-released on compilation cartridges. This would make the Amiga a serious 
competitor to the Megadrive and the Super Fa mi com in both the American and the 
Japanese markets too! 

Thirdly, as the Amiga console would be without a keyboard or disc drive, I think 
the system would be quite cheap. Preferably the system should have four joystick or 
joy pad ports (for Kick Off 2, etc} and a link-up cable (for Lotus 2, etc}, The system should 
have some kind of mouse since many games are based on that kind of control, A key- 
pad should be made optional for use with the more complicated games Mice flight slms. 

Lastly, the system must of course have a socket for connecting a CP drive {Com- 
modore's own A&30, perhaps) which would make it compatible with the CDTV\ 

I really think this system could be a winner, but Commodore must hurry. The 
M egad rive and Super Famicom are already selling like mad. And they must remember 
to make the system so that it fits into the American market. After alL the Amiga is big 
in Europe as a games machine but not anywhere else. 

I'd like to have some debate over this topic, as I really believe that the piracy 
is destroying the Amiga market and that we'll soon have to buy either a console or a PC. 
This doesn't mean that I have anything against the PCs or consoles, but I d like to keep 
my Amiga as I think it's a great machine. 

What does ACE think Of all this? 

Knut Erik Rotnc 
Harpefoss 
Norway 

Hmmm, interesting. Most of your points we agree with, though you seem to he rather 
optimistic about the memory capacity of the cartridges. Most of the MegadriveiSNES car- 
tridges you can get are 4 Mbit* (512K) or 3 Mbits f f Mb) in size. Given that a typical Sier- 
ra or Lucas film game is weti over 5Mb in size even when compacted, you'll appreciate 
that a cartridge version would be phenomally expensive, around five times the normal 
price. 

in sprite-based strolling games, this tack of memory is iess important because 
the backgrounds are stored fn memory-efficient block form (like a dS4) d as opposed to 
the Amiga's bitmapped screen. However t this format does make it a iot easier to create 
fast-moving vector-drawn graphics. Given that the two machines have very simitar CPU 
speeds, compare the relative speeds of F'22 on the Megadrive and e*<?n th& aging F*18 
on the Amiga. 

That aside, we can't help agreeing that with the right marketing and at the right 
price there's no reason for an Amiga console not to be a run-away success. And, of course, 
the memory problem would be solved in one fett swoop by a CD-ROM unit. 

As Knut says, what do other readers think? And, more importantly, what's Com- 
modore's stance on this? 
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ammy cass (£3.99) also on PC (£9.99) double dragon I & II, xenon, shinobi 

well? what are you waiting for? 
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We know that horror 
movies are frightening. 
We know that Stephen 
King has the capacity to chill with 
words on a page. But computer 
games - scary? No way. Since the 
dawn of the medium, countless 
fames have aspired to surd 
s r vers down the spines of those 
who play them - but more often 
• not the results are at best 
nply atmospheric, at worst little 
""Kxe than laughable. 
But not any more - now 
re's a game that packs a hair- 
raising punch equal to anything 
that the likes of Wes Craven or 
David Cronenberg can offer. At 
least that's the bullish claim 
being made by Graeme Devme 
and his team at Oregon-based 
Trilobyte Software of their debut 
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project, Guest. Currently being 
produced exclusively on CD-ROM 
for PC owners, it's already being 
hailed as the closest thing yet to a 
true interactive movie. 

"Basically, what we wanted to 
do was produce a David Lynch 
version of Cluedo/ Devine 
explains, going on to cite Lynch's 
Blue Velvet and Twin Peaks as two 
of the game s primary sources of 



Can a computer game really scare you witless? 
American development team Trilobyte reck- 
ons its possible - and is currently pushing back 
the boundaries of PC programming to prove it. 
Get ready to quiver behind the sofa... 



inspiration. Knowing that, it 
doesn't take a genius to deduce 
that Guest is a pretty weird and 
spooky affair. The story tells of 
an evil toy maker whose work 
holds a sinister secret. When a 
series of children die in 
mysterious circumstances after 
buying his toys the local 
community begins to ask 
questions, and the plot thickens 
when the toymaker himself meets 
his demise. 

The game begins when six 
guests are anonymously 
summoned to the late toymaker' s 
remote hilltop mansion, now 
eerily vacant. In an attempt to 
give the story a bizarre r dreamlike 
quality; the player is cast not as 
a conventional character but an 
invisible entity, a free-roaming 



body that can go anywhere within 
the giant house, solve puzzles, 
work with objects - but not interact 
with characters. As more of a 
passive observer than active 
character, the player's task is to 
explore the house and follow the 
exploits of the six quests as they 
go about their business in order to 
solve the mystery of the toymaker. 

"Guest is like a real movie 
it's a rollercoaster ride/ says 
Devine. The big difference is, he 
says, is that the player is given a 
free resin to follow the story's 
development any way he pleases, 
following characters and exploring 
the secrets of the house. "The 
mansion has 22 rooms, and each 
room has its own secret and a 
puzzle to solve." The theory is 
that, quite apart from the main 
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story. I. he player can become 
engrossed in simply discovering 
the nightmarish complexities of 
the rooms and corridors for 
himself. Gameplay is split into two 
distinct types - what Devine calls 
"environmental" and "mind gfline" 
puzzles- Environmental puzzles are 
like those that might be found in 
any conventional graphic 
adventure, while the mind-games 
are little brainteasers that crop up 
in certain rooms and only give up 
a reward when completed. 

Anyone who actually 
experiences Guest for the first 
time r however, is less iikeiyto be 
interested in the complexities of 
the game and more fascinated by 
what's taking place on screen. 
There can be little doubt that 
Guest is one of the most visually 




xilobyte 



"Parts of this game -are 
going to scare p&ople to 
DEATHl" 

TrMobytes Graeme Dtvmt- 



stunning games any home 
machine has ever seen. Two years 
of painstaking graphical 3D 
rendering by Trilobyte has paid ott 
with incredible results - every 
surface, from the carpets to the 
walls to the furniture in every room 
is texture-mapped to look like the 
real thing, and because everything 
is rendered in "true" 3D r the 
player can walk amuiid rooms with 
total freedom and watch the 
scenery scroll and rotate perfectly 
around his point of view. So 
impressive are the animation 
sequences recently sent to Virgin 
UK on video that some who have 
viewed it steadfastly refuse to 
believe that the graphics have 
been generated on anything less 
than a supercomputer - let alone a 
386 PC. Stand back and squint a 
little and you could be watching 
video footage of a real house. 

"Each of the rooms in the 
house took us at least a month to 
produce reveals Devine p 
explaining that designing and 
laying out a room in 3D to such 
exacting specifications is an 
immensely time-consuming affair. 
"There's a large house about half 
a mile away from our office, sited 
In front of a cemetery ■ we've used 
it as the title screen in the game 
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and we were going to walk around 
inside with a video camera to get 
some ideas, but it was far too 
small for our purposes." The 
result is that every room and 
corridor in Guest has been 
produced from scratch - a process 
so expensive that Devine 
estimates that it actually would 
have been cheaper to build the 




m 
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entire house as a studio set and 
digitise the screens from that! 

Complex storylines and 
technical achievement may ail be 
very well, but is it SCARY? Well, 
considering the available 
technology and the lengths that 
Graeme and his team have gone 
to, it certainly ought to be. The 
game has been designed in such 
a way that it will constantly hit the 
player with a combination of 
straightforward movie-style shocks 
and more general "eerie" 
unsettling imagery in much the 
same way as horror classic The 
Shining. "There are parte of this 
game where we are going to scare 
the player to death!" Devine 
boasts. "We've gone all out to 
make the experience as 
claustrophobic as possible. 
Imagine playing Alien, with all the 
tension and fear - that's just what 
Guest is like/ 



Though the CD drive's primary 
function is as a mass data store 
(Guest is so huge it would fill no 
less than 90 conventional floppy 
disks), its use as a sound tool is 
being used to the full to provide 
additional atmosphere. The 
ghostly guests" dialogue has been 
recorded by real actors - over 40 
minutes' worth and music Is 
being provided by The Fat Man, 
who recently scored Wing 
Commander II. "We wanted Danny 
Elf man to do the soundtrack" 
Devine reveals, "but we couldn't 
get his agent on the phone." 
Instead, the designers have opted 
for something similar in style to 
Elf man's gothic, almost macabre 
film scores, but without the 
fairground-ish comedic aspects - 
the intention is to make the 
sound dark and looming. 

Despite criticisms levelled at 
schcalled interactive movies and 




"hype retimes" in the past, Devine 
is confident that Guest is a cut 
above the likes of Cosmic Osmo. 
"The problem with games like 
Osmo is that they don't present a 
coherent story - you just wander 
around and look at stuff. Guest 
has a real mystery to unravel, and 
I also think it has a high replay 
value - even after you Ve solved it 
you can go back and see new 
puzzles " 



Although Guest isn't due to 
hit the shelves until much later in 
the year, Tiilobyte are already 
drawing up plans for a second 
game along the same lines. 

So start saving up for your CD 
drive now. Oh, and better get 
some extra pairs of underpants 
while you're at it. 

• Gary Whitta 
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WhoM be mad enough to 
slip into ROGER RABBIT'S shoes?... You! 

Your mission : to collar devilish BABY HERMAN before MOMMY 
notices his escape... or you will be put through the mill! All kinds of 
booby-traps await you thanks to the sly little wretch, and the heady 
JESSICA will he keeping an eye on your exploits, so you have been 
warned!!! Disney offers you this interactive cartoon with astounding 
graphics, humorous animations and a marvellous soundtrack. 

Developed by BlueSky Software 

© The Waft Disney Company and Amblin Entertainment. Inc. 
INFOGRAMES Ldt 16, A Old Town, Clapham, 
London SW4 OLB - UK. Tel : 071,738 81 99 Distributed by 
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It may have taken nearly seven years, but Amy is finally making it 
on to the Sega Megadrive - and in style- For the last ten months 
tip-top development house Probe Software have been labouring 
on a tie-in to the film that made the Big A the star he is today.,. 



The Terminator. 

■I he Terminator can be forgiven 
for taking so long to mate its 
way onto the Megadrive. The path 
hasn't exactly been easy. The 
game rights to the film were 
owned by USbased Bethesda 
Software, After some negotiation 
Bethesda relinquished the 
Megadrive and Master System 
rights to Virgin Games. Then, after 
considering tenders from several 
development teams back in 
February, Virgin eventually 
awarded the contract to Probe 
Software, boys with a proven track 
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record of turning out high-quality 
conversions [Smash T.V, for 
Ocean, Turtles coinop for 
Mirrorsoft) and original games 
( Supremacy for Virgjn), 

If you don t know The 
Terminator' s plot then you re 
probably not from this planet, but 
in a nutshell it goes like this. Far 
In the future the robots have 
revolted against their human 
masters. But although 
out powered and outnumbered, 
the humans are winning thanks 
to the strategic brilliance of their 
leader John Connor. 

The robots send a cyborg, 
the Terminator of the title, back 
to 1984 to kill Connor's mother p 
Sarah, and thus render the 
humans leader-less. The humans 
learn of the plan and also 
manage to send a lone trooper 
back to protect Sarah, herself 
ignorant of the pivotal role she 
plays In mankind's history. The 
battle lines are drawn and the 
stage is set for one of the best 
action movies ever made. 



Gripping stuff with excellent 
tie-in potential. But as Probe 
boss Fergus McGovern points 
out there were a few strings - 
attached, "Our contract said the 
player had to be Reese, he 
couldn't be the Terminator, and 
the player wasn't able to kill the 
policemen. Apparently it's 
'inappropriate to kill policemen in 
America'. That's why you see 
them getting up again after 
they've been shot in the game." 

Work started in March, with 
the team lead by project manager 
Neil Young who was partly 
responsible for the game s 
design. He continues the story, 
"The trouble with The Terminator 
Is that on the face of it it sounds 
like a strong licence. But if you 
can't play the Terminator itself 
then you're limited as to how the 
game's going to play. All Reese 
does in the film is protect Sarah 
while being chased by the 
Terminator. And you can't build a 
good game around someone 
who's always running sway." 
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And that's not all, Neil 
carries on P "Another problem was 
that we had to inake a game that 
met both the approval of the film 
companies involved In terms of 
how the characters were used 
and the approval of Virgin Games 
in terms of how the game 
played . 1 

The result of all this double- 
thinking and compromise Is a six- 
level multiway scrolling shoot- 
'em-upe with the player guiding 
Reese through a variety of battle 
zones, fighting robots, LA cops 
and street punks, culminating in 
an all-out confrontation with the 
Terminator, (For a detailed 
breakdown of the game see the 
On the level 1 box). 

The game's look underwent 
several revisions before the one 
seen here. According to Fergus, 
in the early days the games 
sprites were twice as big, with 
correspondingly large 
backgrounds. The parallax 
scrolling was omitted because 
the second display screen was 



used to animate a giant Hunter- 
Kilter that used to swoop in on 
the Reese figure, However, Virgin 
insisted that parallax be 
Implemented (meaning the ship 
had to be lost) and the sprites 
made smaller. * 

Then the team toyed with 
depicting the backgrounds in 
Inclined 3D, akin to that used in 
the Turtles coin-op. However, 
because the sprites had already 
been drawn in 2D, the two just 
didn't gel together, and a 
traditional 2D background was 
settled upon, 

There have been other 
problems beside contractual 
ones to contend with. As Neil 
points out, "This was the 
programming team's - and 
Probe's - first Megadrrve game. 
So. the first thing I gave the team 
to work on was the Intro 
sequence. It's a good training 
ground because it uses all of the 
game writing basics in one; 
music, parallax scrolling with 
sprites overlaid on top. Then 
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when they'd got this right I moved 
them on to writing the game 
itself." 

The fruits of the team s first 
struggles with the mighty 
Megadrive are impressive. The 
intra is a spot-on copy of the 
film's mood- laden titles 
sequence, with the giant letters 
spelling The Terminator' slowly 
scrolling across each other, the 
game credits spitting out teletype- 
fashion and a close facsimile of 
the sombre pounding Terminator 
theme pulsing away in the 
background. 

Due to contractual binds the 
music isn't identical, but it's 
damn close. According to Neil, "I 
just went to the musician and 
said Give me The Terminator' 
and this is what he came back 
with." During the game there's a 
variety of tunes for each level, 
and while none are taken from 
the film the mood of them suits 
the garne- perfectly. 

But it's the sprite animation 

in The Terminator that grabs most 
people's attention. Not only does 
it Ipok great, there's lots of it 
with Reese performing all sorts of 
feats; running, jumping, firing (the 
animation of Reese pulling thR 
shotgun out from under his 
longcoat is superb), swinging 
from beams< lobbing grenades - 
you name it, this guy does it. 

When praised on this aspect 
of the game, Neil states, "Right 
from tl it; start we wanted to do 
something that was a little bit 
different, something that would 
give the game a different look/ 

The reason for the realistic, 
fluid nature of the animation in 
The Terminator, Neil reveals, is 
that the sprites were based on 
video footage of him and the 
programmers pretending to beat 
each other up. "It was partly a 
matter of time," he explains (the 
game is due for release in March 
1992). "To get a graphic artist to 
hand draw all the animations 
from scratch would have taken 
too long." As it stands, The 
Terminator boasts over 480 
individual frames of animation for 
the sprites of Reese, the 
Terminator, the cops and the 
punks. 

Basically the process worked 
like this, Home videos were made 
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(Above) Look ,>f the uzt of those (hing*f 
rhh, armed oniy with grenades, #mf to 
hiew this firmer to robot WtW if he*s to 
Had the lab fntrwiw. 

flLjftJ On the roof fleer* i$ *rtac*ed by 

^ LVAT ^^"p^rc - will htt ever find peace? 




of the team smacking each other 
about in costumes approximating 
to those of the game characters. 
Frames from the film were then 
'grabbed' and stored on 
computer. The graphic artist then 
cut out the animation frames for 
each character and used them as 
reference for the final game 
sprites- Initially the digitised 
figures were ported directly in the 
game as sprites but they just 
didn't look right, according to 
Probe boss Fergus McGovern, 
Although aware that many 
people have already raved about 
the game's animation. Neil is a 
little more subdued. "Personally I 
don t think the results are any 
better than you could get from 
someone drawing straight onto 
computer given enough time, 




fAbo¥v) Rhh battles a\ jrever-rj+dtftg 
stream of Terminators in tfm I*b tiMmptex 
(Below) flee** enters the ntohtfhrb In 
search of farnh- tudfey they don't frl$k flo*" 
weapons on the cfcm - ffetse has a shot gun 
urttfer his Jon at cut; 1 
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Th* Terminator is split into six levels spread 
over four main areas. Snap to it. soldier, and 
9*t the low-down on each battle zone. 
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LEVEL 1 - The year is 2029. 
Keese, armed only with a 
"bind grenade, has to make his 
■ ay across a skull-strewn 
wasteland, battling giant robot tanks and 
**ynter Killer drones, in the search of the 
m entrance to Sky net's underground 
irch lab, 

□nee inside, Reese must locate the time- 
z ^placement equipment and blow it up with 
Nm explosives (these also act as smart bombs 
but numbers are limited so make sure you 
don't waste them}. Although teeming with 
terminators, there's an Uzi 9mm to be found 
that makes life a lot easier. 

Bombs in place, Reese has a short time to 
escape the complex before it's destroyed by 
m* explosion. Having made it to safety the 
•ujrnan resistance decide to transport Reese 
- r Dugh time to.,. 



LEVELS 2-4 year 
is 19B4. Reese has locat- 
ed Sarah Connor, the 
object of the Terminator's assassination mis- 
sion, in the Tech Noir night club. A desperate 
race through the city makes up the majority 
of these levels, with Reese blasting both 
police and punks with a pump-action shot- 
gun. Reese's epic journey takes him over the 
city's roof tops (where he's attacked by SWAT 
helicopters}, through a building sight and 
down into the sewers. 

On finally reaching the nightclub, Reese dis- 
covers the Terminator has made it to Sarah 
before him. A vicious firelight ensues, with 
the Terminator able to withstand a belly full 
of lead before it is forced to retreat. 

LEVEL 5 - The infamous police 
station scene. Reese and Sarah 
have been arrested by the LAPD, 
but the ever-relentless Termi- 
nator blasts its way into the building in pur- 
suit, Reese, managing to pick the lock on his 
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cell, must try to escape 
while avoiding the police, 
freed criminals and of course, the 
BigT. 

LEVEL 6 " The final showdown 
takes place in a giant engi* 
neering works. The Termina- 
tor flesh covering has been 
stripped away, leaving behind the terrifying 
steel endoskeleton. As Reese searches the 
huge complex in search of Sarah, the Termi- 
nator tries all means at its disposal to kill 
Reese. 

Eventually, after a lengthy shoot-out, the 
Terminator explodes. But it's not dead yet Its 
upper half - the arms and head - still func- 
tions, To finally dispatch the Terminator Reese 
must lure it under a steel press where it's 
finally crushed into oblivion. 

Or is ft? As the 'Congratulation 1 screen 
fades away, the voice of the Terminator is 
heal d,.. " I ll uvltdLk 



ilWl frantic search 
through the steei miii 
pnm fruitful when ite- 
di sco wen Sarah 
Uft»rt*£itiijs anil rJVmppo 1 
jg jj'j-nf j wjll But the 

stiii has to destroy the 
stripped-down Terminator 
(teft} by luring it under the 
towering pneumatic n*»l 
press. 




although I admit that there is a 
more natural look to the sprite 
movement. But then you're 
always hyper-critical about your 
own stuff. I would definitely use 
the technique again, But really 
you need more time and 
resources, professional actors 
and that sort of thing, for (t to 
work properly," 

Due to the contract, there's 
little chance of the game being 
ported onto any of the home 
computers. Actually,, to be 
honest, there's no chance at all 
When it s suggested that (t'd be 
fairly easy to convert onto the 
Amiga, Neil begs to differ, ''The 
Amiga and the Megadiive aren't 
similar at all, except that they 
both use 68000 CPUs. The 
problem with the Megadrive is 
that everything to do with the 



graphics is different. The ST r 
Amiga, PC, Spectrum and 
Amstrad are all similar in that 
they use bitmapped screens to 
display their graphics. AJl the 
consoles, the NE5, Master 
System, Super NES and 
Megadrive, store their screens as 
a series of blocks, like the 
Commodore 64." 

The Terminator on the 
Megadrive is shaping up to be a 
superior blast. However. I can't 
help feeling that it's a shame that 
the big Hunter-Killer from the 
early version had to go. Fergus 
has no regrets though, "I think 
it's a better game now for the 
changes. Big isn't always better." 
Try telling that to Schwarzeneg- 
ger. 

• David Upchurch 
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The first comprehensive guide 
to PC Entertainment and more! 
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review 



^JL Offering more than entertainment, 
PC Review tackles graphics, 
sound, hardware and productivity 
based software like m> other 
magazine can. 

FREE discs for you to sample the 
best in entertainment software. 

-Af FREE supplements covering the 
best games by genre . 

M Comprehensive reviews and 

qualified information about past, 
present and future software. 

■^C Huge Shareware section 
■^C News section 
Buyers guide 

Packed with editorial about the 
ultimate in entertainment software 



PC Review - available from all 
i>ood newsagents XO 14 7 




A New Age In Home 
Entertainment And Education 





*v*ds its place alongside the TV and Hi-Fi 
i it the home, ft is similar in appearance to ex- 
, *eo and CD players and, with its infra red 
zontrot, is just as simpte to operate. But that's 
m T+ beginning. CDTV transforms television from 
to en active medium. Tha vast storage 
of the CD make it an Idaai mass mfgrma- 
far r capable of storing end 
a combination of colour pic* 
r graphics, voica and stereo 
mmc at the highest quality. CtTTV offers 
,m mam realm of audio and visual ex- 

tor everyone. f ntfht^nhfht 

FOR REFERENCE 

For the classical 
•ml..:., c bull it it 
;]ojisible nol only to 
hear Beelhovsr 1 * 
Fitlh Symphony, but 
lo sea tha ore ho str a 
follow the- score and 
i::-t ihe composer's life 
■ -^es The Timetable oi 
and Ifinovali&n walks you 
6,250 key events in scien- 
It employs animated 
x srvow where every event 
and a visual lift-off from 
■frlli a surface. Kay ev&nts 
ompanl&d by audio 
ns with graphics ar»d 
: -ecor dings from the archives oi tha world's 
- «r&e jms. Browse Quickly or examine an exhibit 
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OR COLLEGES & BUSINESS 

' . - .'.d Jyc:id«d 1o open g car assembly pf □ ill 
ZmrSy. Derbyshire County Council commissioned 
■ production of 'Japan World", a CDTV title which 
— allows students to explore and ex- 
perience the Japan&so language, 
\ l^astyle and culture. II also provides a 
valuable insight to businessmen with In- 
fo rmat ion on Japanese business 
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FOR EDUCATION 

For young children learning to read can 
ba an advenlum! In ihe lille Cinderella, 
for example, Ihey can use the remote 
control unit 10 click an words and o c 
lurss (o hear pronunciations, syllables;, 
■definitions and second language transla- 
tions. And learning about the world can be fun too 
T he World Vista. Alias provides delailed 
information in words and pictures on the 
history, architecture, language and 
geography of each country. This can be 
cross referenced to compare wilti details 
or other countries reference 

FOR FUN 

There is a wide range or enter- 
tainment titles ovaiiooie for ovary 
age-group. Sherlock Holmes, 
ConsuMing DeiHoiive includes a 
video and audio tour of Victorian 
Lone or - Playyy can choose 
suspecls for Holmes and Watson 
to interrogate and can search 
issues of the London Times for 
Clues. A CFJTY disc's graphics 
capabilities lake action and 
simulation games 10 a new level, 
Faicon makes you a pilot of an 
F-16 fighter and has accurate 
simulations of weapons systems, 
cockpit controls end flight char- 
acteristics allowing you to zoom 
like the ultimate slum pilol with extraordinary realism. 

FOR HOBBIES 

CDTV can alsc enhance your personal 
interests- The Gardenia* Series Is 
designed for use by novice or expert and 
provides hundreds of fuU colour il lustra* 
tions. as well as information on planling 
and requirements lor care. 
Mew Basics Cookbook provides lull col- 
our illusl ration s ol recipes, talks" to you 
10 offer tips as you cook and automatical- 
ly substitutes recipes with a click of the 
re-mole conlrgl. ^ * 
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philosophy and negotiation protocol 

xfterv a seemingly antttaaa rang* of paaaibttltloB for teaming, antart&tnmant and enrichment 
tor everyone whether In the home, the classroom or in business. 



O Commodore 
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INTERACTIVE 
MULTIMEDIA 



THE WORLD'S FIRST 

MULTIMEDIA SYSTEM FOR THE HOME 



Are you bored with the TV? Do you yearn roc something 
a little mere interesting, something which stimulates- 
the old grey matter and indulges your desire to be 
entertained? Enter the Commodore COTV, the world's 
first advanced learning and entertainment system 
which plugs straight into your television. Based upon 
the familiar compact disc player, Ihe CCTV offers a rich 
sei of information and communication capabilities-, It 
brings together pictur&s, words and sounds in a new 
format, joining them together in a fascinating world of 
audio visual challenge and experience. 

The multimedia CDTV player combines a professional 
CD audio system, advanced computer technology and 
infra red remote control, to offer a wide variety of in- 
teractive applications. These range from games, music, 
gardening and personal health, to educational discs 
tor any level. In addition, CDTV provides high quality 
audio reproduction for existing music CDs, CDTV Is 
very easy to use and gives you total control over what 
you see and hear r offeri ng you the chance to learn new 
skills and discover hidden talents 




INCLUDING WT & DELIVERY - Qrdsr raf. CCD 1000 



Wllh every CDTV from Silica, you will receive: 

WELCOME - A GUIDE 70 COTV 

r ho Woicune' dist replaces b weighty ptlntod manual with col- 
ourful nnd exciting animation, sound, 'voices and text. 

LEMMINGS . mm-. £34.99 

Up to 100 liveable Lemming.* drop in to ov*r 10O screens full ol 
danger in thm boin Lulling arcadi? daaaiei 

HUTCHINSON'S ENCYCLOPEDIA vtomt WM 

The lirst British multi-media encyclopedia. II Ifratures over 1 8 
million words, 700 biographies, 2000 pictures, ISO maps rrom ITN 
end 200 audio samples Irom the BBC sound erchrvee. 

FREE HOLIDAY 

HOTEL ACCOMMODATION 

Every COTV from Sihca c&mes with a FREE 72 page colour 
brochure with eccqwnmodation vouchers. Thase vouchers entille 
2 people lo up to 16 nights FREE hotel ejccommodation (other op- 
tions allow 4 people lo stay up to 6 rugftts). Tiiwa are also ac- 
commodBiMpn offers on holels in London and Frence. 



PUIS! 



SILICA SYSTEMS OFFER YOU 



OYERNtGHT DELIVERY; On all CDTV pilars shipp&d in 1ha UK mainland 
L SUPPORT HELPLtNE: Team of lechnrcai experts at your service. 
MATCH; Ws wmairy match comnetilorfi on a "S*rna jmduct - Sim* pries" basis. 
JSHED t2 YEARS: Proven Vach recfrfld in Sams and service. 

• SuSwfSS + EDUCATiQN + QQVE mWENT; Wlumt OtscDunts avHJfabta largR flrderg 

• &*QwffQOMS: L>errongrrar 1 ion and lram no lacilitits an our Lanrlon A Sidcup !irancn«g 

■ full Stock RANGE; AH of your nojuiismenis from one supplier. 

• ^EE CATALOGUES: Will be rnailsd to you with udlars and product detail*. 

■ =m*MENT: By C3&^ . citquc all ma|ar credM cards, ar extended paymenl plan 

RETURN THE COUPON 
FOR A FULL COLOUR 

CDTV CATALOGUE 




MAIL ORDER; 

Qt^f linwr Opfln- 

LONDON SHOP: 
LONDON SHOP: 



1-4 Tha Mews, Hatharley Fid, Sirlci.p. <«nl. ^DX 
MotSdI -gOGaji ULDOpm Hg L» Ntp>iOff#n|^fl h 

K lbnefiham C<wri Road. London, W1P OBA 



HE: rjBI-309 1111 



Ha LM Mtflll Qpf rtli^ 



111: 



mi-sfla 4I1H 

071 '323*737 



SlDCDf SHOP: 



SaHridgas nsi Paa% Dxlnrd Stir-i. London. W1A. 1,^8 W: OT1-Sa 12$* 

fc*3r>Sal ?Mflm-P(BpF Lm tight. Thundarp tM\ tym EitWIPQfi: 3SH- 

H Tha Mbwb, Hitfvriey HO, S^lcup, mi DAH 4DX 111: 081-302*1111 

Mt hi yhl Fntify yr*l ifpm F« hto: 08^ 303 0017 ^ 



™; SlKa Systems, OBpt ACE-12A1-71, U Tha Mews, Hutfiflriey iRd, Sldcup, Kant, 0^14 4L^ 



1 1 PLEASE SEND ME A CDTV CATALOGUE 
I 



Address: 



..... kiWall: 



Surname. 




SILICA 
SYSTEMS 



i 

^Whlch comptriir(s), if any, do you own? .. r „ , 



Tel iHonw! 



Postcode: . 
lei SWork) 



mm 31 



E40€ ■ Mnrtwl premt ifdi:*:lKikirnu. cnKnp* ■ PlftM TWO»fi #W Mi^SWi 
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onjour! Auf Weidersehen! Bien- 
venut! Ciaol Ola! Achtung Minen! Yes, 
watch out A.C.E. here come the E.E.C.! It's 

1992 and here come the men from the min- 

^^^^ 

istere to make sure that ACE Previews tows 
the line! From now on we'll be conforming 
to the tough new Euro-standards that the 
Brussels Euro-parliament have set for com- 
puter game previews. Though other maga- 
zines may fall well behind, offering so- 
called "Sneaky Peeks" at games that are 
already in the shops, you know you can rely 
on ME to provide you with only the choicest 
morsels of up-and-coming software. Aaah, 
you can already smell it in the air that it's 
going to be a great year for games. Your 
mouth starts watering, like when that deli- 
cious cooking aroma wafts into the front 
room from the kitchen in the evening. 
Mm mm mm. Now stop drooling all over the 
page and get stuck in. There's plenty for ev- 
eryone, so help yourself! 
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next issue. 



GUY SPY Empire 

What's this? A game from Sullivan Bluth in the Dragon s Lair/Space 
Ace mould that you can actually PLAY! Well yes, so it would seem. 
Those Bluth boys from sunny Canada are blowing the biggest trumpets 
they've got over this one - a lot of bad things have been said about their bare- 
ly-playable laser disk conversions in the past, and this time they're out to 



DIE HARD 2 Gmndslam 

Everyone knows that the sequel to the classic Bruce Willis action flick 
wasn't a patch on the original - but if it's any consolation, it at least looks 
like it'll spawn a more playable game. Currently being converted by Software 
Developer of the Year nominees Tiertex, it's a five-level concoction of action 
sequences based on key scenes from the film. Yes, yes, it's hardly an orig- 
inal format but it still looks like it'll be a bit of alright. 

Not surprisingly, you take on the wry smile and receeding hairline of 
unlikely hero John McClane as. he battles to save Washington's Dulles air- 
port from an elite terrorist group. All of the movie's more memorable scenes 
are in there, featuring the baggage hall shootout (pictured here), the high- 
speed race on those snow-huggy tilings and, of course, that apocalyptic kick- 
ing-in session on the wing of a speeding 747. In between the action there 
are more cerebral sub-game interludes where the player must crack a radio 

code to listen in on the ter- 
rorist's chatter and man an 
air traffic control canonic to 
save the crippled airplanes. 
It certainly sounds quite 
tasty, but we'll have to wait a 
while to see how well it's 
been executed. Amiga and 
ST owners will get their 

chance to Di^ Hardpr with- 
in a few rn on tlis. and there 
should be a full review in the 



prove a point - that you CAN have your cake and eat it, mixing cartoon-qual- 
ity animation with a properly playable game. Guy Spy is a semi -parody of 
the james Bond adventures, with fearless and dashing secret agent Guy 
travelling acrosa the world to take out the erased Germanic tycoon Von Max 
before he can destroy the world with his doomsday weapon. As Guy hops 
from one foreign land to another, he takes on all manner of had boys in a 
variety of combat situations - there's a spear-chucking fight in the Amazon 
jungle-, a perilous quarters tiff battle played out over a ravine* a punch-up 
in a bar, an Egyptian sword fight and ■ no spy game would be without one 
- a ski chase and cable-car shoot-out over the swiss alps. Of course it looks 
delicious, but whether the claims of genuine payability are true or not 
remains to be seen. Keep H em peeled for a review next month . . 




DARKLANDS Micro Prose 

What with the likes of Heimdall, Eye of the Beholder 2 and this month's 
Elvira z, RPCs are certainly hack in fashion this year ■ and they're 
better and more user-friendly than ever. MicroProse obviously thinks it's 
a bandwagon worth jumping onto as Darklands hails the company's first 
ever foray into the fast-growing genre. Designed by Arnold Hendrick (the 
man behind Gun-ship, F-19 and Silent Service II), it's an FRP in the tradi- 
tional Dungeons V Dragons vein, but with a number of neat twists ■ not 
least of which being the innovative scenario. Rather than some far-off mys- 
tic world, Darklands is set in i^th Century Germany, when corruption, 
violence and religious genocide ruled the land, and people believed in alche- 
my, wizardry and big ugly dragons. Darklands dravL sits ^ameplay elements 
from these myths and legends, with the player's party uf four lh:I venturers 
travelling across the whole of Germany and taking on all the usual magi- 
cians, warriors and creatures along the 
way, A particularly neat innovation is 
that quests are created by a random 
generator, allowing for theoretically 
infinite gameplay. Darklands is due 
out sometime in the spring for l J C 
owners only - hopefully 16-bit versions 
will follow in the Summer. But will it 
stand up against the awesome Ultima 
Vll, due out at around the same time? 
We shall see... 

ACES OF THE PACIFIC Dynamix 

Fancy rewriting the pages of World War II history and giving uncle Adolf 
another kick in the goolie? Well, now's your chance, courtesy of the cre- 
ators of the original WWa classic. Red Baron. This time it's a subject a lit- 
tle closer to home for the game's American designers, simulating the epic 
Pacific air-sea battles between the Yanks and the Japanese. Players get to 
fly increasingly complex missions against the kamikaze devils as part of an 
ongoing campaign. It's aU terribly accurate historically, featuring authen* 
tic recreations of all the major 
fighters, bombers and ships - 
including the giant aircraft carri- 
ers. So far it's looking dreamy, very 
much in the vein of Lucasfilm's 
SWOTL, with some very tasty 
VGA graphics and super high- 
speed jD. Lovely. Keep ail eye out 
for Aces of the Pacific arriving on 
the PC sometime this Spring. 





SPACE CRUSADE Gremlin 

After the runaway success of Gremlins adaptation of Games Workshop's 
best-selling board game Hero Quest, the Sheffield software impre- 
sarios are already putting the finishing touches to what looks like will he 
an even more successful venture. This time another Games Workshop hit 
gets the Gremlin treatment, as their unsuccessful KPG Space Crusade 
is brought kicking and screaming onto the 16-bit machines. It's pretty much 
the same deal all round - once again the game is viewed using either a 2D 
top-down or isometric Knight Lore-style viewpoint as the player shunts his 
team of rock-hard space marines around a series of spaceships that have 
been overrun by foul alien hordes. 
You'll get the ;h:mce to do battle with 
slavering green-skinned monstrosi- 
ties and clanking lookalikes, 
solve all the usual R PC -style puzzles 
and generally have a right rollicking 
time. Can't wait? Well that's tou^h, 
because it s not out until the Spring. 
At least it gives you plenty of time to 
brush up on the hoard game. 



BAT II msoft 

UbiSoft's original BAT may only 
have achieved reasonable suc- 
cess over here in the UK, but in its 
country of origin it went down an 
ahsolute storm when it was released 
way back when. It's such success that 
has now prompted this much -vaunt- 
ed sequel, which promises to capture 

the original spirit of the bizarre futuristic RPG /adventure epic, but in a 
much more elaborate and sprawling fashion. It all takes place one a cor- 
rupt alien planet, with the player taking the role of a maverick secret agent 
trying to get to the bottom of a top-level conspiracy. The adventure element 
is as strong as ever, compnsing over screens of pU22les, dure and wftat 
have you, and there's a strong arcade element too - along the way the play- 
er finds himself partaking in high-speed car chases, street fights and even 
gladarnrial combat! The graphics are typically French - ie very stylish and 
pretty (if a little odd in places), and we're -promised a revolutionary new 
sound systpm tVurt apparently Hfs^fi wonrtWs For thf grime nrmr^phere. Bullish 
claims indeed - we ll get the proof of" the puddjng in the Spring , when Bat 
II hits the ST P Amiga and PC. 

BODYCOUNT Strangeways 

Alright, alright, we know we did something on this last month, but we 
thought you might like to have a look at this latest version, because 
with all the sexy new graphics it's looking much better now. Thank God. 
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ARC A Df BLAST 



SWIV (Storm) 

The follow-up to Silk worm succeeds 
through a combination of frenetic 
speed, polished presentation and sheer, 
unadulterated action. Tons and tons 
of it. The firepower acid wastage on 
*:reen is of a level that far exceeds any- 
thing offered before. A £25 coin-op 
with no coins! 



ARCADE ADVENTURE 



GODS (Renegade) 

While it may be argued that its not as 
intrinsically sophisticated as the likes 
of Rkk Dangerous 2 or Prince of Persia, 
the Bitmap Brothers' platform opus 
does offer enough g rounded arcade 
action to make it the outright winner 
in this category. Glassy and depthy. 



ROLE PLAYING GAMES 



EYE OF THE BEHOLDER (US 
Gold/SSI) 

By the mighty sword of Kring! SSI's 
latest Dungeons and Dragons game takes 
the best bits of Dungeon Master, adds 
a few more its own, stirs well r and the 
result is the best yet for gamers into 
die wlwle fantasy genre Will SSI rule 
the- RPC lurid forever? 



S PORTS ARCADE 



KICK OFF 2 ( Anco} 

Whai can we say? It s pretty pointk : 
trying to explain to the initiated what 
makes Kick Off 2 so damned playable, 
but the primary reasons are untra- 
instrinctive ball control mode and 
remarkable speed which combine to 
make it as exciting as the real game! 



STRATEGY 



CrVIUZATION (Mlcroprose } 

Sid Meier's Railroad Tycoon is deposed 
as the strategy benchmark by - would 
you believe it - another game by Sid 
Meier! This awesome strategy epic has 
the player leading a race of people 
through technological and cultural 
expansion as the civilisation develops 
through the ages. Heavyweight stuff, 
and a work of undisputed genius. 





ADVENTURE 



THE SECRET OF MONKEY 
ISLAND (US Oold/Lucasnim ) 

Partly due to the new refined version 
of the SCUM M adventure system and 
partly due to the excellent, and very 
funny script, this is thp rtin*t engag- 
ing and entertaining adventure game 
for years, But will Monkey Island 2 
take its crown? 



BENCHMARKS 



The games listed here are the very best of their particular 
genre. The benefits of your being fully acquainted with our 
Benchmarks are twofold. 

The Benchmarks provide a solid reference point when 
it comes to games buying time. By glancing at our descrip- 
tion of the benchmark, you'll be able to decide if particu- 
lar differences in the new game's design would make 
the new title more or less appealing for you. 

Also, no software collection is complete unless it con- 
tains sli the games listed here. If you're missing any of 
these titles, go and remedy the situation immediately. 
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SNOOKER 




CHUCK TEASER RAILROAD 

TYCOON 



MONKEY ISLAND 
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KICK OFF 2 



RACING SIMULATION 



it's 



FORMULA ONE GRAND PRIX 
(MlerapfMB) 

A new Benchmark! So perfect 
almost impossible to find any fault in 
this awesome game from Geoff 
Cramnwnd Packed with helpful point- 
ers for novices and lots of detail for 
experienced racers, it will keep you 
ifig for jwflf* 



EAT 1 EM UP 



IK+ {System 3) 

An upgraded and enhanced version of 
the original System 3 classic, Archer 
Maclean's JK+ is still unchallenged in 
its field after three years, tts most inno- 
vative spect is the addition of a third, 
computer controlled fighter. Incredible 
speed and subgames* 



RACING 0AMI 



STUNT CAR RACER 
(MiCrottyJe) 

Stunt Car Racer packs polygon -plot- 
ting power and arcade-speed thrills 
into a novel formula. Drive around 
ek-vated raceways, smashing and crash- 
ing your opponent into oblivion. 
Growling audio and a weird look add 
novelty value to this class title. 



SPORTS SIMULATION 



JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin) 

Archer Maclean does it again h and 
must go down in the history boob as 
having produced the first ever realis- 
tic snooker game. Tremendous jD 
combines with authentic play and more 
options than ever believed possible. 
An awesomely good game. 



SIMULATIO 



CHUCK YE ACER'S AIR 
COMBAT( Electronic Art*) 

The third game to be endorsed by the 
barrier-breaking Genera! takes place 
in a far more enjoyable combat arena. 

Tuu ges iu fly mty plane you w mt 

dreamt of and you get to right every 
plane you ever thought of too. And all 
in super sprite 1 n 'polygons graphics! 



ACTION STRATEGY 



MEGA to MAMA itounge Wgtte) 

Sensible Software s first attempt at 
strategy is a surprisingly successful 
one. At first glance., il may seem sim- 
ilar to Populous, but Further inspec- 
tion reveals it to be a genuinely original 
strategy epic, But will Populous 2, due 
next/nonth, end Mega s brief reign 



PUZZLE GAME 



TETRIS (Nintendo) 

There are more official versions of 
this classic than can be counted on 
the legs of a millipede. But it's 
Nintendo's own Gameboy version thai 
is undoubtedly the besL line up blocks 
in frenetic black & white action May 
sound dull but is actually fantastic. 



PLATFORM 



SUPER MARIO WORLD 
( Nintendo) 

The sooner they release the Famicom 
over here the better, as that will give 
more chance to experience the shin- 
ning fourth instalment in the saga. 
Sheer perfection from start to end of 
its ninety-nine levels! By the way, have 
you seen that advert with Mario read- 
ing the news? It s good iin't it? He's 
better than that Sega git anyday. 





SHEKHANA HAVE BEEN ESTABLISHED SINCE 1978. 

WE ARE THE OLDEST ESTABLISHED COMPANY IN 
C&VG, HAVING BEEN ADVERTISING EVERY MONTH 

SINCE 1984. DONT BE LET DOWN THIS YEAR OUR 
PAST HISTORY IS OUR GUARANTEE, 




★★NINTENDO 

Famicom - Scart - VR3 ,..1 99-99 

Farnioom Scart + 2 Games ..279.99 

Famioon Pal I - VR.3 224.99 

Famicom Pal I + 2 Games . 299.99 

(any 2 games up to £45 each) 
Famicom Scarl version 3. +■ Sony 
TV/Ma niter or Philips SB33 

MK1 1 Monitor 449.99 

Scart Lead External .........29.99 

Audio Load 19.99 

Control Pad 9.99 

Philips B833MK11/1084 

Lead > 19.99 

J.B. King Joystick ..69.99 

Aulofire controller 1 9.99 

Aulofire Pad 19.99 

USA Games Adaptor ....29.99 

* Actraiser 39.99 

* Baseball. ...44.99 

Big Run „, ,,44.99 

DrakJkhan - USA Only 49-99 

Caveman Ninja P.O. A 



FAMICOM** 

Castlevania 4 r „.P.O-A 

Darius Twin ..,.44.99 

Podgeball 44.99 

* F-Zero 39 99 

* Final Fight 44.99 

Geomari Warrior 44.9-9 

Ghouls & GhOSt - Aval Now. ..49.99 

* Gradius III ....39,99 

HyperbaH 44,99 

Jerry Boy 44.99 

Joe&Mac 49.99 

" Pilot Wing 44.99 

* Populous....... 44.99 

* R-TypB. 44.99 

1 Sim City.. 44.99 

Super E.D.S ..44,99 

Super Mario 4 .. . 44.99 

Pro Soccer - Kk* Off 39.99 

Super Tennis. „,,44.99 

■ UN Squadron ,..44.99 

' AVAILABLE IN USA VERSIQN.49.99 



MERRY CHRISTMAS TO -™ W™m 

ALL OUR CUSTOMERS ^™ 



★★NINTENDO GAMEBOY** 

GAME BOY + BATTERIES + HEADPHONES * FREE PROTECTOR 

£59.99 



AS ABOVE + AMY GAME VOU LIKE * GAME BOY PROTECTOR 

ONLY £79.99 



GAME BOY DELUXE SET + FREE PROTECTOR 
INC TETRIS + 2 PLAYER LEAD 



£69.99 



2 - Player Cable 

AC-'DC Power Supply 

Battery Recharger FaL* 

Ganxjboy Protector 

CsF.fi Boy (Hard] 

Lftatiw 6as# 

flepacemeM Lens 



999 
.998 

12.99 
19.99 
..4.99 



Replacement Jo^slick... 

ArnpliiiOf..,..-™-..- 

Large Carry all Cage 

Liahl Boy >;Mag + Ugh*) 

G Boy Pouch 

Tnte Hard Ca&ta 



....4.99 

..19.99 
. 19.99 
.10.99 
. 1499 



Baseball, Barmar, Bill and Ted, Boomers Adv&nture, Bubble Bct»tt*e Bubble 
Grirjsi. Castelvania II, Gatirap, Daedalian Opus. Dragon* Lair, Duck Tatas r Fl 
Racer , GauntlGl II. Hal Wrestling, In Your Face, Kung Fu Master, Mercenary 
Force, Mickey Mouse. Ninja Boy. Operalion Contra, Paperboy. PipGdflMm, 
Pnrces Rlonene, Rc*ocop, R-Type, Sneaky Snakes, Turtles, WWf Wrestling 

Ring lor lurth&r tillea 
ALL ABOVE HAVE ENGLISH INSTRUCTIONS 
ALL E2*,&9 EACH, ANY 2 FOR £45.00. ANY THREE FOR £65,00 
JAPANESE GAMES AVAILABLE 



AVAILABLE NOW FAMICOM VERSION, 3 FOR IMPROVED 
DEFINATION AND QUALITY PICTURE. PLEASE NOTE VEftSIONJ 
FAMICOMS ARE NOT AVAILABLE AT ANY OTHEH OUTLETS. IT 
IS ONLY AVAILABLE EXCLUSIVE TO SHEKHANA 



★★ATARI LYNX* * 



Lynx System II .. 
NinjaGaidon . 

Wardirds 

Padand 



..B4.99 Vi lung Child 

..29 99 Chequured Hag 

...29.99 Turbo Sub 

..29.99 Battery Recrtarger Pack. 



29.90" 

. 2999 

.....59 99 



★★SEGA MEGADRIVE** 
★ ★IMPORTED VERSION** 

OFFER ONE 

MEG AORlvF ■+ CONTROL PAD + POWER SUPPLY UNIT 

OFFER TWO 

SEGA MEGADRIVE * PAD + PSU 4 ANY fWO JftPAHESE GAMES UP TO 
OF E2J.99 * MEGAORIVE CONVERTOR WORTH £9.99 
**E14&.M** SAVE £30 

* *A&f>'F QFFFHS AHE FOB TMfc X.MAS PEfllOD 0*JI V ■ * 



VALUE 



U.K. Official Megaclrive 

Arcade Power StkA 

Control fad 

Megadrive ConvortOf . .... 

SOFTWARE JAP 
VERSION 

Airwoll 2«.&9 

Aliftn Storm 29.99 

Altered Beasl , 24.99 

Bane Knuckles 39 39 

Blackout ■ 

Buatur Douglas Ek^ing . - 

Crackdown ....24 99 

Curse., ..24.99 

Darius II ,M 99 

: v ::|,:n Al'nck 

□evil Crush 34 9£ 

Dynamite Duke 24.99 

D.J Boy 24 96 

El VienlQj, 34.95 

Efrwal ....£4.99 

F A Ififs Hockey - 

F22 inlafcepior... 

Gaines ., 

Qhduls + GhcatB. 
Ghtistbusl&rs . ... 



29 39 

34.B9 

r ,24,9@ 

Golden Pcxe ! 29.99 



124 99 CO Rom Available Soon 
39.99 

12 99 JAP UK 
9.99 VERSION VERSION 

uk Handball.. - 24.99 

VFRSION Immortal..... 34.99 

Insecior X 24,99 

34.99 KaGeKi 29.99 

34.99 Last Battle 24,99 29.99 

39.99 Legend of fliden 29.99 

19.99 Marble Land 29.99 

34.99 Mercs 34.99 

34.99 Mickey Mouse 24.99 34.99 

Moonwalker 24 99 29.99 

Outrun 34.99 

PGA Golf 34.99 

Phantasy Slaj III - 49.99 

94.99 FlaslanSaga2 24,90 

29.99 Road Rash - 34,99 

Saint Swofd £9.99 39.99 

29.99 Shining - Darkness ■ 49.99 

34 9H Saniu huttoQhog 29 99 34.99 

34.99 Stridor 23 99 39.99 

S*ofd oi Sodan - 24,99 

39.99 Toe Jam a Earl - 31.99 

Wmalle War 34 99 34.99 

£9.99 ZanyGoll..... - 24.99 



— 



Nixi - Ceo Complete System Scarl of AV Pal I System 
Control Stic* 

Software Iron,... ; ,.„..„ ■ 



— 49.99 

99.99 



**SEGA GAMEGEAR** 

GAMEGEAR SYSTEM PLUS 
FREE P ROTE CTOR WORTH £9 99 

£99.99 

GAMEGEAR + ANY GAME 

£119.99 

GAMEGEAR ADAPTOR 
* * AVAILABLE NOW** 

LETS YOU RUN MASTER SYSTEM GAMES ON YOUR GAMEGEAR £24.99 



AC/DC Power Supply 9.99 

Battery Par* 39.99 

G.Gear Protector 9.99 

^Pkayer Cable 9.99 

G,G Carry Case 19.99 

Q.G Delu»e Case 24.99 

Widogear - Qtass 14.99 

Widpgear - Plastic ,10.99 



Dragon Crystal 
Factory Panic .. 
Fantasy Zone.. 
Gaiaga 

G-Loc ... ,, ,. .. 
Joe Montana 



24.99 
24.99 
24.99 
24.99 
24.99 
24.99 



LQad^fboafd 

Wickoy Mouse 
Nmia Gatden ... 

Outrun 

Pacman..., 

PuM&rGorf. .. 
Rastan Saga .. 

Sninobi 

Slnder 

Solo4aira... 

ypLic& Harrier.- 
Wonder Boy .... 
WcooV Pop 



..24.39 

.24.99 
.24.99 
.24.99 
.24.99 
.19.99 
^ 99 
.24 yq 

2-i 99 
.24.99 
.2'. Q<j 
. 24 98 
.24.99 



★*PC ENGINE ** 



PC ENGINE ^ CORE GRAFF PAL I VERSION 

PC ENGINE PORTABLE GT 

RING FOR SOFTWARE 



I ■■■■ ■■! rrn 



£199.99 



RETAIL STOHE-KAIL 0HDER INFi 



UK I D.«l MUHt! 1 VaLAUhlUNt HUUit. rllbrl HOW, WKJU (jHtSN 
:)AA iCnrr^- ol Glails^ur-e 4vb; <1M vai-di WmA C>rwn ".ifcc S:n,. 
]0n Plccidilly Li wl 7* : W1 m HI a F*i: Dfl1 flflfl W ll 



finw mllfcNMAMUUUHl HIOAD, 
LQHDOM Wl MB. 

TEL: 071 631 46J7 



ABDVt PRICES ARE tf 4lL ORDfR ONLY 
MAIL ORDER: CHEQUE P. DTD. 5C5 JAChl, B55 GREEH LAHES 
LONDON He OQT. TEL: □ B 1 MD B5G5 



PIP ADD 75P FOfl SOFTWARE, E5 FOR MACHINES. 3-5 DAYS. NEIfT DAT £10. TRADC ENQUIRIES WELCOME. ffE RESERVE THE RIGHT TO CHANGE OUT* PRICES WTHOUT PRIOfl HOTtCE. EtOE. 



S C R E 




TEST 
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ome! Welcome one and 
all to a thoroughly awesome reacting 
experience*. You are about to enter the 
ACE Screentest section, the rnqvt detailed 
and trustworthy reviewing system in the 
universe! 

Every word of the review is intended 
to help you decide whether the game is 
for you or not. The body text is combined 
with a plethora of handy icons to offer 
ot-irg I once information. 
Each game is compared and contrasted 



to another title as an easy frame of 
reference. Most commonly, it will be 
compared to the best its particular genre. 
The Thumbs up and Down box details 



particular elements which may or may 
not appeal - the toughness of the bad 
guys, number of levels, long-term appeal 
etc. 

The ACE Rating - a score out of 1,(100 - 
is the most instant gauge of the quality 
of the game. 

An ACE Trail blazer award goes to 



games scoring over 900. These are recom- 
mended without hesitation. They are 
'must buys 11 . 

Titles which excel in a particular area 
also stand tho chance of being awarded a 
Sound, Graphics or Idea award (for inno- 
vation). 

There's even begin ners' hints to get 
you through the early stages should you 
buy the game that month and can't wait 
for our detailed tips the following issue. 

Finally. ,he MC curve detail, our feel- 





ings as to the longevity of the game. 
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Genre Arcade Blast 
PllbliH-her US Gold 
DL-vi'Jthpf w Creative Materials 
Prke £25.99 




GODFATHER 




€wm for Jtwgh, tatigft 
HY&foSten. there Mnm \'*tiy 
ft&nfttt& rules .About giiTUfiflg 

ramify Standing take* B ktittA 
for ihi* mfacnjcitiatkm. 
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or all the poricy critics* drivel about the Corleone family serving as a microcosm of 

American society, we all know that the Godfather movies are best remembered for their immense- 

I 

]y stylised portrayal of mob violence. Everybody's got a favourite Godfather srpne. But whether 

.J 

it's the toll-booth machine gunning of fames Caan's Sonny Corleone in Pari One, De Nira's 



tea towel antics inTwo or Andy Garcia s steel-nut- 
kid killing of Joey Zasa's hit men in Part Three, 
lift cuiiiiuoii factor uniting everyone's favr 
sequences is thai there's always plenty of claret 
flying about. 

Let's face it, for ail its social metaphor and nice 
sets, The Godfather series is more about spiwy 
suits and tommy guns than anything else. So it 
isn r t perhaps as peculiar as it may first appear that 
US Gold have opted to make their first Godfather 
release an action game. A second project, an adven- 
ture in fact, is currently being developed by 
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Delphi ne (Cruise for a Corpse. Another World) 
Software and is slated for an Autumn '92 release. 
Su while the French beaver a way trying to evoke 
period atmosphere and menace for their title, we 
are presented with a scrolling shoot- 'em-up from 
the hands of Creative Materials. 

All licence properties carry a certain amount of 
negative baggage. For all the evrrn points which 
the software publisher will earn through attach-* 
ing a popular name to their game, there are the 
inevitable problems. Maybe the actors from the 
movie won t have their likenesses portrayed in 
computer form. Maybe the heroes from the film 
aren't allowed to harm anyone in their computer 
incarnation lest it adversely affect their whole- 
some image, and so on. 

Here, unfortunately, US Gold seem to have had 
to weather the entire gamut of these problems, 
parting with a considerable chunk of change for 
little more than the name. There's none of the 
music from the films, None of the scenes from 
the movies. N one of the plot. Aside from the title 
screen, there are no likenesses of any of the char- 
acters. The shoot outs take place in barber-shops, 
casinos and mansions which bear little or no 
resemblance to any Godfather location. And even 
the tag-line for the movie; "Real power can't be 
given. It must be taken" has become "You don't 
ask for power... You take it!" for the game. 

Instead, the game's relation to the storyline of 
the film comes down to its sequences taking place 
in the appropriate city in the appropriate year and 




else. So it's best to view The Godfather as a 
shoot-'em-up rather than an interpretation 
of the movie. Still, that black & white logo of the 
hand pulling die puppet alliums was worth every 



Sew York, 1947. The war abroad is over, but new 
battles are taking place at home. Everyone is out 
to secure a patch of territory. Like you, they dream 
of their own business empire, of stability and 
wealth for their families, of power. And they're 
going to fight for it. They're so keen to fight for 
it. in fact that simply walking about in the wrong 
area can get a- guy killed. An undeniably beauti- 
ful opening sequence pans over a night-time 
city scape, a serene backdrop for the eaniage to 
follow, 

Controlling the apprentice Don with the joystick, 
the player must successfully reach the right hand 
end of the street dodging bullets from gangsters 
and being careful not to injure innocent bystanders 
when returning fire. Even crossing the street is a 
dangerous affair, since mobsters in cars cruise by 
and try to run the Don down. The C-odfather is 
split into two shoot- em-up styles. The bulk of the 
game takes place in scrolling side-on view, while 
intermediate sequences are depicted in Operation 
Wolf style first-person perspective. 

Even on the first level, life for the aspiring Don 
is tough, Bullets; are sprayed from passing cars, 
nondescript pedestrians suddenly pull guns and 
blast him, doors creak open revealing men with 
machine guns, and shadowy characters throw 
bricks; on his poor criminal head. 



Phew. Isn't Itfe a funny thing? The game format 
closest to that of The Godfather, a period gang- 
ster movie, Is Robocop, a sci-fi cop film, 
They're both predominantly scrolling shoot- 
outs with intermediate stages, Ker-rvy! Any* 
way, while both games offer some good side-on 
blasting, the Godfather takes place along one 
plane, with only a couple of up-t he-steps situ 
atioris, whereas Robocop took place on a 
more up n ? down basis * 

And the stairway antics in Godfather 
aren't as strong as they could be. There's no 
stopping half way up the steps to return fire. 
However; Godfather has more variety than 
Robocop during the main game, with huge cars 
cruising by and a greater selection of bad guys 
plugging away at the heto. 

Godfather also wins out on the sonic front 
with superb period tunes, even If they aren't 
from the film. 





Bt w s face it for 
all its social 
metaphor and 
nice sate, The Godfa- 

serios is more 
about spivvy suits 
and tommy guns than 
anything else. 



Now let's get something straight immediately, 
the graphics in Godfather are superb. The back- 
drops are fantastic and atmospheric and even the 
characters sit well in their environment, rather 
than looking like pastc-on graphic blocks. While 
most impressive in the Operation Wolf pop-up 
scones, even the scrollers look purity amazing. 
The player's success is measured in two ways, 
each represented by a gauge at 
the top of the screen. The sim- 
plest is the player's strength, 
which gradually gets eroded as 
he takes hits throughout the level, 
ancf can be replenished with first- 
aid kits yielded by plugging cer- 
tain baddies. The second factor 
is your Family Standing which is. 
an altogether more complicated 
affair. 

While it's easy enough for a 
player to understand that incom- 
ing bullets will damage his health, and thus is 
rarely surprised when the funeral scene appears, 
the game-ending Fate of bdng disowned by The 
Family occurs at constandy surprising junctures. 
Family Standing is increased by killing mobsters, 
and is decreased by killing civilians or Policemen. 
Fair enough. 

However, so keen are the Family that they 
become feared and respected, that they take a dim 
view ol the player who tries to coast through the 
level without offing rival hoods, and points from 
the family standing reserve will be gradually 
drained away as the game progresses a making it 
impossible for players to win without some com- 
prehensive killing. MJ 
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It certainly is, and any hoodlum who has wise 
ideas about taking over iwid becoming the Don 
without learning the ways of the street Is In 
for a rude awakening. 

The bulk of The Godfather Is made up of 
scrolling street scenes, Just like the ones 
shown on this page. And It's a tribute to the 
abilities of the graphic designers at Creative 
Materials that they've managed to create a 
believable gangster scenario, reminiscent In 
many ways of the Godfather movies wrth ab- 
solutely n& reference to the films at a\i, save 
that of the Corleone name. 

The presentation of The Godfather Is su- 
perb, but it's far from being a case of a flashy 
surface disguising a grubby game underneath. 
The garne Is a solid, action-packed and excit- 
ing, rf none too original shoot-'em-up. 

In orctar to help you fully enjoy the game's 
atmosphere, we invite you to hop aboard the 
ACE tourbus as we visit New Vork in 1947 arid 
- thanks to the miracles of time travel Mi 
ml ten years later, with a couple of hints a 
the way. 



Level One 

New York, 

Fresh back from the war r 
the player is out to make 
his name as a figure to 
be both feared and 
respected. And what bet* 
ter way than by plugging 
some unsuspecting 
schnooks. 



1947 




The first killing. Guy never knew what 
hit hlm r There he wet , darrein' around 
Ilka he was ftOtnethin" special, When 
Bingo I - ydu pop him in the taiCh nt the 
head wrth a -32 

To be fair, the guys in- the blue shirts 
like this poor sap are unarmed, but 
findet on coming an strong with their 
fists. But what is this, the Queens bury 
rules or something? Nan. Catch 'em 
with a slug ft£ soon as they show their 
faces. 



Now, these windows 
may look Innocent 
enough, but believe me. 
a guy can get hisseK 
wicked just by standing 
around undcrnu^tn 
them. This particular 
pair of windows ho uses 
a couple of crack shots. 

They like nothing better 
th;i n trt lean over the 
balcony and machine 
gun people to death In 
the street, Whaddya 
th ink of that 1 ? 







Right here, where 
Johnny Fontane (retnem- 
her him) was due to 
play, a whole building 
gets wrecked in a giant 
explosion- A guy should 
begin walking immedi- 
ately, and never Stop! 





Level Two 

Miami, 1957 



If you thought life as an appren- 
tice Don was ugly ten years ago, 
you should see things nowl Guys 
aren't content with wacking each 
other in provate anymore. Now 
it's got to be a big thing. 



A continual problem fi";ed hy all 
hood* Is that of the Drive-By. That 
Is, u bunch of rival hoods cruise 
past in a car and *ppay machine- 
gun Are Into a bunch of people, 
hoping to catch the guy they're 
after. 

Even today we have to face the 
same proof em. So when y:i hear 
thnii rut .vtat sound and i-.ee l Ml 
toning out of the window in his 
Chewy, don't figure that he's 
drumming ort the windshield to Get 
your attention, hit the tarmac, 
pronto. 




o welt balanced is the 
action that We player 
will occasionally feel 
as if he is in a real 
mobster shoot-out, twisting 
and turning to return fire to the 
shadowy figures in the 
doorways. 



Broads,, huh? Nothing but trou- 
ble. While? they may be full of 
good intentions, they certainly 
show up at the most inconve- 
nient moments. Uko here for 
example, Ya can't risk blowing 
away the guy In the blue shirt 
In case the dime catenas one 
uf this slu^B by mistake and yer 
family standing takes a hit. 
What a drag. 



Like any guy who know* tti* streets 
will tell ya, never c limb any Starrs that 
you don't have to. Unfortunately. If 
you're gonna get the screen to scroll 
on to the next part, of the level, you 
need to get to the top of the building. 
Watch oot for the bo to dropping bricks 
utf uf the root, sines a brick on the 
foot does as much harm as a bullet in 
the face. I could novtir figure that 
out.,, 





The bad guys are getting smarter 
all the time. Look at this goon, all 
weaving and bobbing around the 
screen, being a genuine pain In 
the ass to shoot. What's the solu- 
tion? Simple, 

Crouch down on the floor and horP 
down a diagonal right with the Joy- 
stick. Then bold fire and loose off 
a hunch of shots in his direction. 
Don't get all in a panic if he turns 
around to return fire: ho moods to 
he Jtnot twice tn he killed and he 
can't hit you when you're 
crouched down. 



Can you believe rt?T 
They're even getting 
women to no their dirty 
work for them these days, 
She may look like a sweet 
old! granny but she's as 
deadly as any man you'll 
meet in the game. 

As soon as you see one of 
these twisted old critters, 
put a slug between their 
shoulder blades and jou'll 
be doing the world a 
favour. 



Okay f from here on you're on your own, 
kid, Just remember what I've told you 
and remember to keep the bullets out of 
the innocent bystanders, you never 
know when you may need to ask a 
favour of them... 

t 




A miga version 



A six-disk shoot-em- 'up?! Who 
WO they kidding? Well nraiB, 
in fact. For player* intent on 
enjoying Godfather in all its graphic glory 
quite nil inordinate amount of swapping Is 
necessary. There's m different soquonco for 
both death and being disowned by the fami- 
ly, each requiring a separate load. These 
sequences can be turned off for players 
keen to simply press on with the action. The 
sound throughout the game is fantastic, with 
great spot effects such as subway trains 
and gas-guzzling autos rumbling past. So 
despite the swapping, a big thumbs-up. 
Shame about the lack of a mouse option 
though- 
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version 






With the finishing touches 
being added to the PC version 
even as I type, IBM owners can 
look forward to a thoroughly enjoyable bout 
of New Year blasting thanks to their hard- 
drive completely removing all those loading 
delay niggles. Musical accompanyment 
promises to be superb, and both Ad-Lib and 
Sound Blaster boards are to be supported. 



ST version 



Promising an equally huge 
number of disks as the Amiga 
version, and with no Meg to 
help loading* an ST version 
should be with us by the Spring. 

Jfl^ It takes a little playing before it becomes clear 
that Godfather is a cut above the. regular arcade 
blast, little touches such as the demands for vio- 
lence en masse tempered by the presence of inno- 
cent bystanders and policemen to kerb unnec- 
essarily trigger-happy play help a great deal. Since 
the enemy mobsters have no regard for the law, 
they will continue to blast away regardless of 
whether there is a copper around or not. Our hero, 
on the other hand, has to be considerably more 
careful, holding fire until the police are out of 
range. 

So well-balanced is the shooting that on occa- 
sion the player will really feel as if 
he is in a mobster shoot out> twist- 
ing and turning to return fire to the 
shadowy figures in the doorways. 
Sometimes the bullets are coming 
in from so many different directions 
that the player must simply stand 
still and watch the landscape in 
order to identify the location of the 
bad guys, or re-trace the bullets' 
flight back to their owners' guns. 

Before the obligatory end-of-level 
fiend (a Woke with a slightly more 
ferocious machine-gun than anyone else) must 
be dispatched, the player has to climb up a fire 
escape in a vertical-scrolling section. This bit isn't 
quite st) impressive, since once the stick has been 
pushed up to make him climb the ladder or the 
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ithin a 
pretty restrictive 
framework. Cre- 
ative Materials 
have produced 
an enjoyable, no- 
nonsense shoot' 
*em-up. 



fire escape itself, he c,\ n't be turned around. Thus, 
once the player begins his ascent or a kddcr. he 
is completely vulnerable m incoming shots. Also 
the animation of the hero shinning up the ladder 
is a bit iffy, so let's move swiftly on to... 

The first intermediate stages. Here the view 
switches to first-person perspective with the play- 
er aiming a cross-hair. These stages take place in 
a bar and a barbery; both equally deadly locations 
for an apprentice Don to enter. Hiding behind 
the bar and through the curtains, or sitting in the 
big spinny leather barber's chairs are murderous, 
impeccably dressed hit-men. They leap up from 
behind their bullet-proof furniture sbmming away 
with their tommy guns and .45s. The player must 
guide his crosshair around with the joystick blast- 
ing all the while. 

These scenes, although more robust looking 
than the scrollers, only last a couple of seconds. 
This is quite long enough, however, for a less than 
accurate marksman to have their life-force drained 
away to nothing. It's a shame there 
isn't a mouse-control option for these 
bits, as the stick-control doesn't exact- 
ly make for premium accuracy. 

From here it's onto Las Vegas, and 
trie pattern of the game becomes clear. 
That is, a scroller, two shoot-outs, a 
scroller, two shoot-outs. Spinning 
newspapers represent the tramp of 
time through the levels; New York, Las 
Vegas, Havana and Miami, finally end- 
ing up in the action-packed Finale in 
a crime-boss J winter palace. Here, the 
apprentice Don faces his final test, to save the 
heads of all the crime families from death at the 
hands of mystery hit men aboard a helicopter. 
This is by far the most impressive part of the 
game with the scrolling set up to give the impres- 
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JUST THE FACTS... 

The Godfather series, perhaps more than any other movie is 
responsible for the sort of arguments in pubs that you wish 
you would win. The sort of trivia that everyone loves to be 
able to drop into conversation at a moment's notice (if 
they 1 re a git I so, get cramming! 

godf ath e rbeg a nfil m i n gi n 1 97 1 . . .f ranci sfordcoppol a wa sthir* 
tytwo, . ,heha dne verd i recteda pi cturettiat ma dean y prof it ... pa r 
a m ou nti n sist ed ma r I o n b ra n do h ad a sere entest . . . aci n e ma sh o 
win gthef il m wasrobbeda ndthecrooksg ota way withS 1 3, 000 
coppo la wasgi venaswa n kym ercede s600by pa ra mo u nt ex ecs. . . 
g odf at h e rone wa s n o m i n a t edf or 1 0 a cad emyauva rds. . . itg oil. . .g 
oeffa there n e wast wo h oursf ifty sixm i nutesl ong , . . on lyth reequa 
rte r s of g o df at h e rt woco n cent rat eson vito 1 s life ...the rest isa b ou 
tm icha el ... ma rt inscorses« wa sco n sid eredf orthedi rector "s job o 
nt wo , den irogotthej obqf y ou n g v f to beca u seco ppo la r ec koned 
hel ookedalotlikebrandowhenhete&t6dforthefirstmovie... god- 
fat h e rt wo wa s rou g hcuttosixa n da ha If ho u rs. . . 

So there you are, every single fact that you ever wanted to 
know agbout all three Godfather films. No? Well, alright 
then, smart alec why don't you get yourself down to your 
local bookstore and buy yourself a copy of The Godfather 
Companion, by Peter Biskind. Because it's got all the realty 
interesting facts, figures and gossip on the Godfather 
movies, and it's a lot easier to read too! 
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sion of a 360* panorama. The helicopter hangs 
in the frosty air, shattering the silence of the Dons' 
pow-wow with deafening machine gun fire. Glass 
flies and crime bosses die in a pretty top-notch 
culmination of "a great arcade game if not that great 
j licence. 

My q nibbles with Hie Godfather lie far more at 
the feet of the deal-makers rather than the pro- 
duction team. Within a pretty restrictive frame- 
work, Creative Materials have produced an enjoy- 
able, no-nonsense shoot- h em-up. Graphically, it's 
breathtaking, and die action itself is fast and fun, 
But the feeling of being a bit short-changed on 
the Godfatheryness of the product just won't go 
away. Fine, while the time frame is appropriate 
to the movie, and the end of the game boasts a 
helicopter- attack similar to that of Joey Zasa's in 
the third movie; (except here it takes place in a 
wintery country setting rather than in a skyscrap- 
er at night] and there's, a strong enough gang- 
ster' theme, the fact is that you never feel as if 
you ARE a character from the movie. 

A better approach, I reckon, would have been 
for the player to take the role of Vincent Manrini 
in an adaptation of the third film alone. The char- 
acter is both well suited to the apprentice-don sto- 
ryline, more appealing to the game's audience 
owing to his youth and more suited to shoot- r em- 
up scenes. It r s a bit unrealistic to expect an aginy 
character such as Michael to still be running 
around pluming bad guys with a machine gun. 

At least with Robocop and The Terminator , you 
feel as if you ARE Robocop or The Terminator. 
Here, you're just a guy who wears the same suit 
for thirty-five years. 

4 Jim Douglas 
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from anything ehe. it's Moody 
(no pun intended) totmh. Tim 
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UlilTJl [ITH1ST CUfl 



) 1 1 } f t 




EuSs 



43 




G*nre Adventure 
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CONQUE STS OF 




he year's only just begun and already it's a great one for PC adventurers. The superla- 
live Monkey Island 2 (see page 62) is now setting the standards for others to fol- 
low • and not doing a bad job at all is the latest effort from Sierra, the firm that first 
pioneered the idea of making "graphic" the operative word in graphic adventures. 



Conquests of the Longbow: The Legend of Robin 
Hood (deep breath) may be a little late to rash 
in on last Autumn's Cost tier -related hysteria, but 
it J s nevertheless a more atmospheric telling of 
the classic tale than either of the recent Hollywood 
blockbusters - at least the hero in this one doesn't 
talk with a ridiculous American accent. 

The plot is, of course, common knowledge - 
although Sierra's retelling adds a Few wrinkles 
here and there for flavour and game play purpos- 
es. As King Richard the Lionheart returns from 
bitter defeat in the third Crusade, he is kidnapped 
by the dastardly King Leopold of Austria, 
Commanding an impossibly high khumjiii uf 
100,000 gold marks, Leopold has England in tup 
moil - with Richard absent the country buckles 
under the tyranny of the Black Prince John. High 
taxes force the populous to resort to petty thiev- 




ery, while the iron boot of the Sheriff of Nott- 
ingham's men deals out rough justice to to any- 
body who dares to steal bread for their family 
One band of particularly merry men, howev- 
er, won't take any more, The fearless Robin Hood, 
along with his compatriots Will Scarlet, Little John, 
Much the Miller's Son, Alan A' Dale and Friar 
Tuck has sworn to bring king Richard back to the 
throne where be belongs - and do a little to redress 
the balance in the peasants' favour in the mean- 
time. 

As Robin, the player has a seemingly straight- 
forward quest - raise the ransom'that will return 
KiiiL; Kk I id r d to his native land. Rut given itiegld- 
dyingly-high asking price, no amount of small- 
time looting and hold-ups. will do the job. The 
trick is to find a way to take the money in one fell 
swoop ■ and the first few days of exploration and 
interaction with the supporting cast soon reveal 
a way that might be achieved. The Black Prince 
is in cahoots with a whole ring of unseemly char- 
acter many of whom Occupy high office and 
would like nothing better than to see Richard 
never return. By infiltrating the conspiracy in a 
variety of guises, Robin can piece together the 
parts of die increasingly-tortuous puzzle and hope- 
fully use die foul Prince's own money to buy back 
the King and overthrow him. 

Rather than being one long sequence. Conquests 
of the Longbow is broken down into a series of 
d:iik rjiisiKk's - even legendary outlaws need to 
sleep, after all. Each day begins and ends at 
Robin's secret hideout deep in the heart of 
Sherwood Forest. After an initial chat with his 
merry cohorts, the band splits up and goes about 
their business ■ the merry men only congregate 
very rarely outside of the camp, but Robin can 
choose to follow a particular member on his trav- 
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els, and will often meet up with them in littJe con- 
versational set-pieces that move the story along. 
Apart from these incidents, however, Robin is very 
much a solo operator. 

As with most adventures, much of the initial 
play time is spent exploring tile game world and 
meeting characters - even here, though, things 
are considerably more tricky than usual In this 
particular version of the tale, Robin's face is well- 




known, which means he can't move around in 
public without some sort of disguise. Walking 
around with i\ longbow and a quiver full of arrows 
as he does in hLs default get-up is a dead giveaway 
anyway. Early encounters soon provide a way 
round the problem ■ freeing a peasant prisoner 
from the clutches of a brutish guard on the for- 
est road earns you his eternal gratitude, and the 
favour is returned by swapping clothes. Once 
dressed up in the peasant's shawl, Robin can move 
around at will - but without the advantage of his 
protective longbow. Apart from establishing good 
relationships with the people he saves, these 
isolated encounters with Sheriffs men and 
other baddies such as the Black Monks does 
wonders for Robin's score, enhancing his J 
image as the protector of the weak. 

At first glance, Conquests of the Longbow 
doesn't seetn like a particularly huge or sprawl- 
ing affair. The game world works on two levels - 
there's Sherwood Forest itself, which is smi-ibl--, 
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terra's Robin Hood may 
be a little late to cash In 
^LjSm on last August's Cestner- 
^ggr related hysteria, but it's 
nevertheless a more atmospher- 
ic telling of the classic tale than 
either of the recent Hollywood 
blockbusters. 

huge but features only about half a dozen loca- 
tions of" particular interest (the rest is just blank 
woodland), and within that the town of 
Nottingham, which comes with its own separate 
map. "1 hey" re essentially two completely different 
game areas, and the story has the player flitting 
between both on a regular basis to ensure that the 
scenery doesn't ^et boring. 

Something that's particularly nice about the 
game is the fact that it's very strong on charac- 
ter interaction. The computer-controlled sup- 
porting cast is a comprehensive and varied one, 
and it's almost impossible to go for long with- 
out meeting somebody of interest. More often 
than rioi, \: \ these characters that move the 



front too! It was only a few months 
ago that we reviewed Millennium's 
isometric interpretation. Though 
Adventures of Robin Hood is a class arcade 
adventure, it doesn't do much for anybody 
looking for a good Robin gafne ■ the charac- 
ters are too small and comical to really iden- 
tify with, and the game's simplistic nature 
means there's little in the way of real atmo- 
sphere. Longbow,, on the other hand, is as 
authentic and atmospheric as anyone could 
want and so it's a much better bet for the 
serious Robin afficionado, 
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The main map of Nottinghamshire shows 
every location Rabin can visit - although 
some secret ones are revealed only after 
the player has found it for himself. Here's 
a rundown: 

1: The Great Oak is in fact a magical half- 
man, half -tree being If Robin can solve his 
tortuous riddles, the leafy wizard may 
grant him magical powers... 
2: From this high vantage point Robin 
can spy on any incidents taking place on 
the Watling Road below, and intervene 
should he so choose. 
2: Don't forget to pick up your horn (ho 
ho) before leaving the cave - when blown 
it instantly summons the merry men, 
4: The Widow's Cottage. The old crone 
herself may be weak., but her three strap- 
ping sons would be an invaluable addi- 
tion to youroutlaw band-. 
5: Robin's secret meetings with MaHan al- 
ways take place in this iddylic willow 



bottom Strip] Aah, the pomp and cir- 
cumstance of Nottingham Fair. Quite 
apart from having to meet an impor- 
tant contact here, travelling to the fair 
gives Robin an opportunity to take- part 
in the arch try tournament arid com- 
pete tor the invaluable gulden arrow - 
H won, it Will pay tor a hefty portion of 
King Richard's ransom. You can't just 
turn Up, though - first you need a dis- 
guise, end getting a suitable one isn't 
as easy as it sounds- 
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Til ft castle of the Sherril himself. Nat even a 
brilliant disguise will get you past the no-non- 
sense guard on the- gate - only much later in 
the game does the opportunity turtle to- get 



vC lie Robin Mood world Is a big'un, but the player 
needn't get lost in the dank recesses of Sherwood 
Forest • two handy maps allow him to travel 
instantly to the destination of his choice simply by clicking on 
the relevant icon. The system Is Intelligent, however, and 
won't let Robin travel to certain location* If he isn't suitably 
for the occasion. Stealth is of the essence... 





4 Left) Under the despotic Sherrif's control, the 
once- peaceM town of Nottingham has been re- 
duced to a s-eerty den of iniquity. Because of the 
guards constantly on patrol, Robin can only ever 
travel here in disguise, and even then must be 
c.rfi eful where he treads and who he speaks to. 



The local watering hole is always rilled with the 
Sherrif's men land sometimes the Sherrif himself), 
and SO Robin must always be on his guard here, even 
when cunningly disguised. Note the barred gate It 
the back of the room - it comics in very handy. 



The cobbler is one of Robin's only allies in the 
town - but even he won't help you unless you 
can provide proof that you are who you say you 
are and not an impostor. Only a very special gift 
from Marian herself will convince him... 



Saint Mary's Monastery may s*#ni innocuous enough 
Irom the outside, but inside it's a boiling-pot ot treach- 
ery and high-level corruption. There's invaluable infor- 
mation to be learned here, if only Robin can work Out 
how to extract rt from the suspicious monks., , 
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45* story along - be they gfxxl guys or bad, tlicy almost 
always have something useful to say. acid the 
astute player will be making notes of their dia- 
logue to pick up the hidden clues. 
Unfortunately, Longbow lacks the sophistica- 



tion of Lucasfilm when it 
comes to talking with charac- 
ters - once a conversation is ini- 
tiated, there's nothing the play- 
er can do to steer it in any 
particular direction by select- 
ing different responses. It's just 
a case of watching what the two 
characters have to say to each 
other. Considering that the 
player is supposed to be Robin 
and have complete control over 




he only thing I'm 
a bit unsure of is 
the represent- 
ation of Robin 
himself - with his craggy 
features and blond 
beard he hardly looks 
able to make it up the 



stairs, let alone swing 

his actions, it seems strange from a balcony. Split an 

that he should be no more of 



arrow In half and oarv& 
up a dozen Sheriff's 
goons before lunch. 



an observer when it comes to 
conversation- In something like 
Monkey Island, the ability to 
make the character say what 
you want him to not nnly nllnwc; rh*» playmr tn gn 

oft on different tangents, but it also helps to merry men's hideout provide an opportunity to 
enhance the feeling of "being 1 * the on-screen char- practice. It's difficult to judge how well these lit- 



Pcthin iJmTk pimnTy nf rhfjrnc mm I0 *#o rftrciei rlwmtt 6 -flirt M#> Vw&ttitljfi 

Road, which runs Through the middle of She rwuud. Hvr£\ ttir 
mxmmplf he attempt! to frmr a ponm\T woman tram the 
ehrtsht* vf * bnrtrth gu'fd, Some foJIr, anew h*Ip*ri, map waft 
t*+4 inclined to reward Robin in rtfum... 

acter, A similar system here might have done a 
lot to engage the player further. 

Character encounters aren't always restricted 
to passing the time of day., however. As is fast 
becoming the trend. Longbow provides frequent 

detours from the central quest 
by means of mini arcade and 
puzzle games that slot neatly 
into the story. At one point, for 
example, Robin must infiltrate 
the monastery of the evil Fen 
Monks, and to do that he must 
beat one of their number in 
a quarter staff battle to obtain 
his habit as a disguise. Later 
on, in order to win favour in 
a particularly unfriendly pub. 
Robin must beat a computer 
opponent at the medieval 
board game Nine Men's 
Morris. There's also some 
longbow marksmanship to lie 
done,, played out in first-per- 
sinn p^r^pFrtivF ■ a p hunting rangp n?ar to the 




version 



The same hand-painted graphic 
style wen In Monkey Island 2 
has been put to good effect 
here, with suitably rustic and authentic- 
looking scenery all round. The soundtrack 
does an super Job of setting the mood end 
deserves special praise, with a wide ran£e 
of music ranging from the lively tunes of 
Nottingham Fair to the melancholic strains 
of the Marian love scenes. Lovely. 
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Amiga version 



Commodore adventurers 
should start stringing their 
bows in preparation for Robin Hood's 
release in April* Suffice to say there'll he 
loads of disks, will have graphics slightly 
less refined and colourful, and will probably 
be 1Mb only as well. Got all that"? 



version 



Sorry, but Sierra's not doing ST 
versions of its adventures any 
more. And that, naturally, 
includes this one. Oh well. 

tie sub-games really work, whether they add to 
the overall experience or detract from it, as it 
depends entirely on the player. Hard-core adven- 
turers will just warn to get on with thy quesl and 
won't appreciate such distractions. My guess is, 
though, that the vast majority of people will give 
these interludes a big thumbs-upas they provide 
a refreshing cha nge of pace. Sierra have at least 
had the courtesy to include a variable difficulty 
setting for these sequences - at the lowest setting 
Rubin wttLSCsiUi nuoLinlcE m&Uully su even the 
most hopeless of mouse-jigglers needn't worry. 

Sierra has gone all out to capture the adventur- 
ous spirit of the Rohin Hood legend. You can - of 
course * rojj from the rich and give to the poor, 
shoot the sheriffs men r save innocent peasants 
from the hangman's rope-and generally be a dash- 
ing hero. Actually, progress through the game 
will reveal that while these "sideline" activities 
are relevant to the overall story, and not just a 
points-boosting exercise. They're also vital atmo- 
spheric elements that help sustain the dashing 
and dangerous Robin Hood idea throughout the 
game - if all the character did was trot about and 
solve puzzles, it might have heen a fine adven- 
ture, but it certainly wouldn't have been Robin 
Hood. 

Talking about puzzles, Longbow's documenta- 
tion boasts ''more puzzles than any previous Sierra 
adventure game.* From my own experience of 
the f>an w: (about a third of the way through so far), 
that certainly seems to hold true. It's difficult to 
go far without something getting in the player's 
way - but the game's friendly structure means that 
the player is never really seriously stuck, as has 
been the case with some of Sierra s previous out- 
ings. With Longbow the player always lias a fair 
idea of what he's supposed to be doing, if not exact- 
ly how to go about it. If anything, it seems a little 
easier than designer Christy Marx's previous 
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There's more to Conquests of th# Longbow than just solving puzzles. At regualr intervals, Robin may be 
called upon to untilise his arcade skills in order to get out of a tricky situation or progress past a certain ob- 
stacle The only way to relieve a Fen Monk of his robe, for example, is to beat him in a quarter staff battle, 
complete with all the strikes, blocks and parries And of course there's the legendary Archery tournament 
where Robin splits the arrow in half - or doesn't depending on how well you line up the bow, allowing for 
distance and wind conditions. By far the most tortuous game of the tot though, has to be the authentic 
recreation of the genuine medieval board game Nine Men s Morris, where the computer player is astound 
ingly clever Fortunately alt the games can be made as easy as you like with a simple slider control. 





adventure, Conquests of Camelot. By opting to 
put more puzzles into the game rather than just 
making the existing ones tougher, Sierra's got the 

j balance just about right There's always some- 
thing to mull over., but never anything really bad 
enough io have you searching for something to 
bash the computer with. 

Sierra's adventures have always been regarded 
as a little stuffier than the likes of LucasFJm or 
Delphine's - and rightly so r I suppose, consider^ 
iny ihev field on to their tortuous text input sys- 
tem for a little too long when everyone else was 
becoming user- friendly. 

Robin Hood, which is entirely icon-controlled, 
is a good deal more accessible- than anything the 
company's done before ■ if anything, its point- 

k and - dirk system is even more instinctive than 
Lucasfllm 5 s. r as the player hardly ever has to access 
the icon bar. It's also a much more thoughtfully 
put-together product, with an engaging storyline 
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and a whole air about the game that's incredibly 
engaging. The spirit of the Robin Hood legend 
has been capturrtJ superbly, and there's a slight- 
ly darker side to the tale in evidence here - it's more 
akin to the Michael PraedTV show tlun either ol 
Ilis1 vrar'x sii^ir-awlvd I loJyviood iiitrrprelri^ons, 
There are so many little touches that add greatly 
to the overall effect and positively drown the play- 
er in atmosphere - 1 love it at the end of each day 
when the merry men meet back at camp under a 
moonlit sky to indulge in some humorous ban- 
ter and discuss the day's events. 

Robin Hood also works well as a period piece - 
the graphics are suitably dank and muddy, and 
the dialogue is spot on, with melodramatic 
mpfhpva! utterances flying ail over the place. 

It may be construed by some as a bit too sen- 
ous for their taste - some less cultured members 
of the ACfi team think that the game is loo melo- 
dramatic, over-written and "twee" - but then they 
liked Hatris, so what do they know? The only thing 
I'm a bit unsure of is the representation of Robin 
himself - with his craggy features and blond beard 
he hardly looks able to make it up the stairs unaid- 
ed, let alone swing from a balcony, split an arrow 
and carve up a dozen SherriPs goons before lunch. 
Hut f rli ink it's great. At the end of the day I'd 
have to say that Monkey Island 2 is a better game 
when viewed purely as an adventure, but 
Conquests of the Longbow is nevertheless one of 
the very best J've come across, and it deserves spe- 
rial praise for recreating the legend in such an 
authentic ;md enthralling way. Make no mis Lake, 
[ Ills is a game with real heart, a genuine feel for 
the period and, most importantly, a true adven- 
turous spirit. Superb stuff. 
Go and buy it immediately, 

* Gary Whim 
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scribing Falcon 3.0 as a flight simulator is a bit like 



describing ;i television as a box with lights in. Everyone else makes brave 

clalns about Jheir flight games being the most accurate, realistic, impres- 
J — * J 

sjpe, awesome mftl excellent computer interpretations of aerial combat. But 




the people at Spectrum Holobyte don't bother. 
Instead they just quietly get on with the business 
of producing some of the world's finest simula- 
tion software, 

So fine, in fact, that until recent defence cuts 
forced a halt to the project, elements of their 




tlctlrunk Battlefield System and Falcon code were 
actually being formed into a training programme 
I or the US air force. 

+ 

But accuracy alone is hardly the holy grail of com- 
puter software. You can study the aircraft, baltie 
strategies and historical combat for if long as you 
like, and you may even be able to get all those ele- 
ments into your simulation. But none of that 
counts for a thing unless you understand how to 
design a game. 

And that's exactly what Spectrum Holobyte know 
what to do. Despite the Foreword s pleading tone 
that Falcon 3.0 shouldn't be treated as a video 
game, despite the noble but frankly ridiculous 
theorising about praying for a world when the chil- 
dren of the planet will be able to celebrate their 
differences instead of fearing them, and bow we 
long for the day that war becomes a Forgotten word, 
Falcon 3.0 is a superb game. A realistic, detailed 
and accurate game, but a game nonetheless, And 
you can't help feeling that some folks at Holobyte 
view this chest-pounding nonsense as a bit incon- 
gruous with the product as a whole. 

Indeed, no sooner has the user choked back the 
tears and set aside the huge questions about the 
morality of war raised by flua opening speech from 
Oilman Louie, Chairman of Sphere Inc., than he 
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Comparing Falcon 3.0 to MIG29M Su- 



is launched into the Introduction, a rousing tSoy r s 
Own talc of a br idgt-burnbiiL^ iniiaiuil contain- 
ing severely emotive language about enemy jets 
exploding like firecrackers and balls-out brava- 
do. 

Stillp it's Holobyte's desire that their program 
be viewed as a simulation and celebration of the 
abilities of our armed forces, so let's at least take 
that on board. 




{JLbavm} Came nutiJdof F«, thing* krah a tat manr dnumrttc In sm 
o-xlamal wiaw. Thm wofid can ha- ma Awn wiftualty any angkt and 
at amt £Dam„ tohith can ha0 the ptsyeJ get m battel impn$S3tim Of 
whsrw he fa In nrlatkm to the other aircraft thm via\ radar MkHte. 



falcon j.c, for the uninitiated, is the first game 
in Spectrum IJolobytt's electronic Battlefield 
Series (EBS). It's worth explaining the premise 
behind the series, since it will give some insight 
into the degree of forward planning and thought 
which has gone into the product. 

EBS is a networking system specifically designed 
for playing other games in the series. Clear 
enoughs So twtf players on separate PCs can take 



I espito thB Foreword's 

I Q J sombre tone, Falcon 3.0 
I urn *r is still a quite Mmtoringiy 
exciting a&rtal combat simulator. 



part in the same mission in real time. Not a 
ground-breaking situation, [ m sure you'll agree. 
But the trick is that future games in the series 
will allow two players to link up their machines 
while running different games in the series „ so 
that one player can be using Falcon 3,0 to pilot an 
¥-16 over the Panama canal while his friend, play- 
ing - let's say - Shahine 1.0 must position his mis- 
sile launcher at a range suitable to destroy tar- 
gets too hazardous for an air assault. Both players 
would show up in each other's games, and be able 
to communicate with each other too, requesting 
assistance and so on. 

Oh, yes, and the system will be able to handle 
up to sixteen individual users, each operating sep- 
arately, and visible to the other fifteen. Impressed? 

Great, so Falcon j.o is great if you've got a glob- 
al link-up of mates who ail want to play with their 
(as yet to be released) EBS games at the same time. 
So it's hardly going to be a barrel of laughs for the 



perFulcrum from Don ark may seem a 

I 

. \' little unfair, but it s a more reasonable 

V- 

r % / 

1 comparison than you may first think. 
The games are completely opposing ends 
of the flight-si m scale. Falcon is absolutely 
packed with detail aid complexity, strategy 
and depth, while MIQ29M is a more Instantly 
gratifying affair. MHS Is an excellent game to 
lenrn the flight-sim ropes P but Falcon inevitably 
wins hands-down for sheer volume of content 
alone. 

Also r there's simply more to do in Falcon, 
with It acting like a huge flying funfair, Just 
waiting to be explored. Whoopee! 




player who wishes to fly solo, right? 
Wrong. 

This is where the bit about designing a good 
game comes in. Without wishing to name any 
names , there are far too many programs around 
which, while boasting enough accuracy to make 
even the most anal of planespotters giddy with 
glee, do very little to make playing them anything 
other than a drudge. They're like an elitists dub h 
al code-words for manoeuvres and assumptions 
that the player knows what hes doing because 
he's played a million flight sims before. 

None of that here. Not only is the manual a 
dream to use (an absolute Godsend compared to 
the unfriendly bastards normally accompanying 
th is sort of product) but the game is broken'down 
into three constituent stages, each entirely sepa- 
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at her than 

concentrating on ono 
particular element of a 
flight game to get 
completely and 
utterly correct, Holobyte 
have decided to go for 
absolute accuracy in every 
ana. 
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rate from the others, yielding useful, bite-si zed 
chunks of information and data to the player, keep* 
ing the learning curve relatively realistic. It 3 9 a 
feat to be admired. 

Before any flight can be started, ifs wise for the 
player to visit the configuration 
screen. Virtu a Qy every variable 
in the game can be changed. 
It's lierti that the player tan 
make his life as easy or as dif- 
ficult as he chooses. As well as 
the regulars, which pretty 
much speak for themselves, the 
Enemy intelligence ratings will 
determine how Jong it takes for 
the bad guys to get a lock on 
you, and how good the troops operating the SAM 
sites are. Collisions with aircraft can be turned on 
or off, as can redouts and blackouts (always a bind 
when learning to fly), limitations on armaments 
and fuel and weapons effectiveness. 

The most important variable here, though, is 
the Flight Model This four-setting gauge deter- 
mines how accurate the players flight will be to 
that of flying a real F16. The highest setting, Hi 
Fidelity, is so complex, complete with wing-ben d 
and afl other sorts of nonsense, that it needs a math 
coprocessor chip in order to run. Novice pilots t 
however, should be quite satisfied with Moderate 
or even Simplified until they've graduated througji 
a couple of missions. 

From here, die player should explore both the 
Instant Action game and Red Flag. Far from pre- 
Ununary sections, these elements would normal- 
ly be marketed as games in their own right, each 
offering weeks of engrossing play. 

The first. Instant Action, true to its name, sim- 
ply puts the player into a block of hostile airspace, 
surrounded by enemy jets. He must survive for 
as long as possible and destroy all aggressors 



alcon J. a is 
tik& the bloke 
out of the new 
Pasters ad. It's abso- 
lutely perfect and it 
makes you sick* 




PC v&rsion 



PC owners lucky enough to 
have a math co processor and 
m sound card will tw adlo to 
enjoy all the benefit* which 
Falcon 3.0 ha* to offer- excellent speed, a 
cracking sound track and lowly visuals. Not 
a bad package, oh? 



A 



Amiga version 



New« from the Statot Sug^aeto 
that Spectrum Ho-lobyte are 
working on an Amiga version far 
release In Mid 92. Wo can hardly wait! 




(everything), Since all elements of the simulator 
are active, this is an ideal situation to learn about 

the rharartprrstir*: nf th* F-tG'* flight 

Next is the Red Flag training missions. Utterly 
and completely distinct from much of the Here's 
How To Fly nonsense that we're all so heartily 
bored of r this section of the game will genuinely 
teach you how to fly a Falcon, From the impor- 
tant feei-good basics (it gets you into the air mer- 
cifully quickly. With only two paragraphs: nf instru- 
ment checks before lift off) right through to the 
forces active on the plane during flight and use of 
weapons. 

Assuming the player has the patience to utilise 
the Red Flag section of the game properly, he 
should come out the otjier end with a knowledge 
of flight dynamics and in particular, the pecu- 
liarities and abilities of his own F*iG that will enable 
him hi k-Lottie a useful functioning cog in the 
machine that is the Campaign. 

And it s the Campaign where all that theory is 
put into practise, [fa here, as the commander of 
a squadron in one of three theatres of conflict 
(either Kuwait, Israel or Panama) that die player 
discovers two things. One, whether he has the nec- 
essary mettle to make it as a fighter pilot, and Two, 
that Falcon j.o really does hold together as well 
as he at first hoped. 

Here, the player determines where he wants to 
fight, receives his mission briefing, examines the 
relevant maps r briefs the other pilots on his "flight", 
arms his aircraft and flies each mission in turn. 
Phew. 

Again , rather than being a set of predetermined 
missions which are either won or not, the mis- 
sions in Falcon are non-linear. That is, depend- 
ing on the success of the previous sortie, the play- 
er will face a different challenge. If an early mission 
is to, let's say, destroy a bridge to prevent arms 
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getting to a particular enemy destination, he may 
well find himself having to them perform a recon- 
naissance mission later cm to discover if the enemy 
have made any contingency plans regarding die 
weapons. Such a mission may then logically lead 
to the flight being ordered to destroy a different 
route for the arms. 

Briefing pilots is a far more complicated busi- 
ness than simply telling them to follow the lead- 
er. The Map room allows the most meticulous 
detail of the mission to be planned in safety r on 

the ground. Intelligence reports provide the play- 
er with a map of the area and a hreakdown of 
enemy activity. 

From here, the player must set up waypoints for 
his own autopilot and the rest of the flight. Far 
from being "dumb* locations for the other planes 
to travel to, the Waypoints can be loaded with par- 
ticular features. A waypoint can instruct a plane 
to approach at a particular' height and speed, and 
whether it needs to be bombed, photographed or 
whatever. Once the waypoints are all in place, the 
player can then activate a Trace mode which will 
*fly" through the mission on the map, providing 
a running commentary oflikelihood of enemy 
encounters etc. If a player discovers he's a touch 
too close to an Iraqi MiG patrol, for example, it's 
a lot more sensible to slightly move his waypoint, 
rather than getting involved in unnecessary* time 
consuming dogfights in mission time, 

The map is pretty impressive too, detailed enough 
to allow the player to zoom in far enough to see 
the stripes painted do wn the middle of an enemy 
runway, 

And then, once all the preparation, planning and 
plotting has been done, it's into the air. 

The most surprising aspect of Falcon 3.0 is that 
iu doesn't handle like the pig I expected, J figured 
that for all its detail and depth, there would have 
to be some sort of payback. The frame update 



Hey, Good Lookin'f 

Even in it's. most number-crunchi ngly complicated phases, Falcon 3.0 
manages to look as pretty as «v picture. Indeed, the presentation 
throughout the entire game is stunning. The menus and options 
screens, of which there are many, are presented as metal sheets with 
robust switches to ker-chunk into place. And the visuals during flight 
are, well, awesome. Combining the no-nonsense visuals of military 
hardware like the Head Up Display (the colour of which can even be 
changed, by the way) with excellent realism of terrain texture and 
the green-screen data readout bits, Falcon is a gem. 

And the sound? Don't speak to me about the sound! The must 
dreamy, sweeping chords, rousing fanfares and melancholic trum- 
pets issue from the PC's sound board layering the game so thick with 
atmosphere that you'd be forgiven for thinking that you really re- 
ally really were an F-16 pilot being decorated or prepared for yet an- 
other heroic mission. 

The realism and flair of the presentation may be a touch too much 
for sensitive gamers, however, as there are a number of scenes con- 
tained which are so realistic that they're quite disturbing. Pilots elect- 
ing over hostile territory stand a good chance of being taken pris- 
oner and left to languish at the hands of the enemy in a pretty 
disturbing scene. But if s the funeral sequence, complete with a digi- 
ttsod star-spangled coffin which I suspect many players may find just 
a touch too much. 
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would be atrocious and the accuracy of the flight 
model would make it impossible to control. But 
even here Halo byte have got their act together* 

t tested it on a pretty foasit; (i fiMhz) PC. and it 
shifts like nobody's business, The action did sJow 
down in the Hi Fidelity flight model, but other 
than that, it s perfect. 

Bitmapped explosions are matted onto the req- 
uisite polygons in curiously fashionable style, 
adding a bit of flair to the impose hJy calculated 
look of the flight sims inseparable graphic tool. 

Further realism is added by the digitised speech 
(yes, it's got that too) of your wingman keeping 
up a constant barrage of messages of warning, 
congratulations or encouragement throughout 
the mission. And there's even a video-play bark 
mode where pilots can inspect their missions, 
save them to disk, replay them at any angle with 
the drag factors and altitudes displayed, in wire- 
frame or filled vectors. 

Despite all the features, and the depth and the 
accuracy and this praise, Falcon 3.0 won't appeal 
to everybody. There will always be a core of game- 
splayers, among them some PC owners, who will 
find products such as Falcon simply too scary to 
pick up off the shelf. But through the production 
of Such excellent products as this, Spectrum 
Holobyte should reap the rewards which will come 
when these games are bought as readily as the 
Sonics and Godfathers in the UK. 

To conclude. Falcon is like the guy out of 
the Fosters advert; trie brainy professor who looks 
great and drives the top car, dresses well, is loved 
by all the girls, and admired by all the guys AND 
has the nerve to drink the most fashionable beer 
on the planet. He's absolutely perfect, and it makes 
yuu LikL After this, there can be no more. 

■ 

# Jim Douglas. 





a t 1 




© s 



* 

ITIli 



One q f th* tm oa mas thit yni 
re-sllp ¥¥»ll ccpJinuBlly relief* 
to. Packed mora than a Y*ry 
packed thino with detail and 
facts afld, moit I mpartantly, 
tun. Falcon 3.tt li dntinad to 
9^ 4om n in th* annah oi enrn- 
pular hirfeary ad. 4ffc# af 

th* vary, v+ry bait. And I t'i 
incluilan In 1h* Electronic 
BarttlanaJd Serial promises la 
boost the pimi'i langtvlty 
every lime Hotabyle ra lease 
arwtiwr ilS> tttfa, Art tha* onto 
a winner or whal r ' 



llllltrll [IT11HT Ellfl 




Genre Role- Haying Game 
Publisher Accolade 
Devdopcr Horror Sc? ft 
Price 99 Gut Now 





TAWS OF CERBERUS 




is said that the great thing about 
America, the golden land of opportunity, is lhat anyone - no matter what 
their class, colour or creed - can 'make it* and become somebody, 

H owever, in the kooky worJd of AmericanTV, it in Britain shouldn't get too complacent not when 

often seems that this has been perverted to mean the likes of Cilia Blat Un id - ugh? - Jeremy Beadle 

that anyone, no matter how lacking in any obvi* rake in millions of" viewers a week, And,.. And... 

ous talent or ability, can become famous. And... 

Take the phenomenon th.ir is K living for exam- 

Back in the early Bos an American TV station 
decided to screen a late-night season of low -qual- 
ity 'cult' horror movies. To add a bit of spice to 
this standard schedule- filling ploy they created a 
vampish black -clad temptress to present each 
movie. This was Elvira, of course,, who was played 
by the petite Cassandra Peterson. 




Okay, so l J rn ranting a bit. And I'm being undu- 
ly harsh on Miss Peterson - to be fair to her she 
did invest Elvira with a certain amount of kooky 
charm and off-the-walT humour. But - hopeful- 
ly - you get the point- (Just don't ask me what it 
was, alright?) 

The limits of such a media-made celebrity are 
always cruelly exposed when some bright spark 



Although short of stature, Elvira's bimbo-esque in Hollywood decides that the celeb would make 
personality and ample bosom ensured her instant a great subject for a movie. This was the sad fate 
appeal to the mainly mak- 1 1 qlel- 
ly pubescent, mainly rather sad 
bars-have-closed TV audience. Her 
popularity soared, rapidly out- 
stripping that of the Z-grade 
movies she was supposed to he 
fro [Ui tig. A media star was born. 

But, hey! What else can you 
expect from a country that makes 
a household name out of 
gameshow hostess Vanna White or ■ Good Lord! Soft signing up the licensing rights, with the iden- 
- allows the cardigan-wearing, fake-tanned Casey tically titled game going on to achieve notably 
Gumm to front ita top pop music a how? We'll have greater critical and commercial auccca-a than the 
the answers for you right after this break... movie, And now we have the game's sequel, Elvira 

...See? It's infectious. That's why we over here 2: Jaws or Cerberus. Like the preuuel, it's a 

Nlil 



ike the pr&Quet, 
Elvira 2 is a 
Dungeon Mas- 
ter variant with a 
strong spicing of 
graphic horror as its 
major selling point 



that befell poor Elvira, who had 
to suffer the indigni ty of appear- 
ing in Eh/ira: Mistress of the Durk h 
a low-quality camp comedy/hor- 
ror affair. The humour was real 
barrel-bottom stuff, being fash- 
ioned from innuendo so blatant 
it wouldn't even, make the grade 
in a Carry On movie. 

Not that this stopped Horror 
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Dungeon Moiter variant with a strong spicing of 
graphic horror as its major selling point. As far 
as I know, there's no forthcoming sequel to the 
movie. Phew. There is a Cod- 
So given that there's no movie to tie into, what's 
the next best thing you can do with an original 
game. Hey ? why not set it in a movie studio!? The 
scenario describes how Elvira is hard at working 
filming her latest opus 'House of Horror 1 at Black 
Widow Studios. Trie player, as Elvira's boyfriend 
(ha! - you wish! J, turns up at the studio to collect 
her one night but finds the place strangely quiet 
and deserted. 
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As the player approaches the locked studio gates 
a vision of Elvira (but she's a vision already, cry 
her fans) appears, explaining that an Evil Spirit 
in the form of a giant three-headed giant dog has 
kidnapped her and is planning to sacrifice her at 
midnight, fit's not made clear exactly why). The 
vision fading rapidly, she explains that the spirit 
is holding her captive in Studio... 

Too late! Before Elvira can tell the player her exact 
location, the vision disappears, leaving only her 
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Seen as a pure role-playing gam* Elvi- 
ra 2 feres poorly against the current 
RPG Benchmark holder Eye of the Beholder 

(reviewed last month). Although Elvira sports 
better and more varied graphics [the different 
rooms really do look different , rather than be- 
ing the &ame old section of corridor with alter- 
native furnishings), there's a serious feeling of 
claustrophobia and constriction, of not being 
able to go wh#r @ you want to simply because 
the program won't let you. Compare this with 



spell book behind. Come on, big fella, don't hang 
around. There's a damsel in distress... 

At the start of the game the player can opt to 
hemme either a stuntman, a private eye r i pro- 
grammer or a knife thrower. Each is described by 
a eight statistics; weapon skill, strength, intend 
gence, and so Forth. The game plays slightly dif- 
ferently depending on the character chosen; a 
stuntman may have a greater weapon skill rating, 
but a programmer has a higher intelligence. You 

Beholder's laissez-faire exploratory style. Be- 
holder is also better paced, with a gradual 
build up in pressure, as opposed to Elvira's 
long periods of nothing happening Interspersed 
with brief but violent encounters (presumably 
intended to simulate the 'shock 4 nature of the 
horror genre). Elvira's most serious fault p as 
stated In the mailt review, is its annoying 
* \ user interface which compares very un- 
> > favourably with Bebrt s stick, all-en* 
compassing character control. 




The ptaymr MiewntetS afl jinhhhf erf beamtiem during EMrm X 
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Ttm hamst/itiM graphics atv pnsttctiiaiiy tmprwnfivQ, aoemiTt&f 
bmtng taSfrd Ofl lUgittotHi picturem of mwfpwpin Wittl iOf#* r boHdM, 
tawg*. Mc r addad wfttf a pftfnt package. 

get the idea. 

The largest area of the screen is. devoted to a 
graphical representation of the player's first-per- 
son 3D view of the game world called the 'action 
window'. By clicking on a four-pointed arrow the 
player can walk around the current location. 
Movement is in coarse chunks, so that one 
moment you're- a i^ood ten feet away from a wall, 
the next you're practically touching it. 

This is a pretty standard dispiay format, made 
popular by games like Dungeon Master and Eft of 
the Beholder, but unfortunately Elvira's program* 

game, for example, the player finds himself in the 
studio car park. Directly in front of him is an 
empty parking bay, with Elvira's car parked in 
the slot next to it. However, turn to look at the car 
(from the side) and it's suddenly jumped to about 
fifteen feet away. Move forward to get a closer look 
and the player suddenly finds hirncplf Innlring at 

the car's, boot. Very disorientating and most jar* 
ring. 

Also, although the car park obviously extends 
out further beyond the car, the player is not 
allowed to walk into that area and view the car 
from the other side. Okay, so there's no need for 
the player to, but surely the player should be 
allowed to find that out for himself? A similar sit- 
uation occurs in some of the smaller rooms in 
the studio - you enter them and aie presented with 
a view but you can't turn to ermine the side walls 
or enter any Further, all you can do is leave. 
Annoying. 

This problem seems to arise from the restric- 
tive graphics system used. In games like Eye of 
the Beholder the designers use a generic set of 
walls and floor, adding surface detail (torches, 
puddles, fonts} to distinguish these otherwise iden- 
tical areas. However, in Elvira each location 
appears to have been individually drawn, making 
for lots of variety and detail but limiting the play- 
er's movement After all, in a game of Elvira's size 
you can't ask a graphic artist To draw all four walls 
of EVERY room in the game. But however under- 
standable and excusable, the restrictions are still 
annoying. 

The player can interact with the game world in 
a manner of ways, By clicking on items in the 
action window the player can make a cursory 
examination of objects. However, this is a * M 
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Ivira 2 starts quietly, apart from one 
or two horrific exceptions* The Journey 
through the Studio car park and foyer 
Is a good way of getting the player 
used to the game s controls* ready for the real 
troubles which start once the player enters the 
Individual film studios. 



Studio 2 . where Elvira was Aiming Wous* Of Horror before 
the be a sty grabbed her. This set Is packed with a mish- 
mash of B-rnovifl ghoulles; vampires, ghoula, succubl and 
tv#n piranhas] Every step of the way Is packed with 
potentially terminal situations, Make sun you save the 
game as often as possible! 
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The rutuptiynist's desk In 
tlie foyer Is covered In 
nick-nacks, none of which 
are of any use ta yau. 
Pictures of Elvira, like the 
on* on the wall behind tha 
desk, pep up throughout 
the jflMp Just to keep the 
lovelorn adventurer going 
(and to pander to Elvira's 
planet-sized ego). 



3, where the set for ft Cumv Frum Bcy&nd Trw 
Grave stands. Beyond those rustv Iron gates Ilea hi misty 
^ravevard loading to a medieval church, where a priest 
lays slain by soma unknown Hand, A bit of pushing and 
■hevlng around the pulpit reveals the antrflnto to tin out 
acombs, populated by zombies and skeleton warriors. 




Studio l contains the *ory other-worldly set to rtAs* Of 
The Spider. A labyrinth of slimy tunnels,, It's full to over- 
flowing with ^innt caterpillars wrth li fondness fur hum^n 
Nf!«*h Hurt b.isfcfcmall sired hl^d-sucklng mo&qultnes, 
Once one of these baMes gets It* teeth Into you, it 
doesn't let go until you're dead. Much like everything 
else In the game. 



Hie Evil Spirit's Influence ha* turned each of the 
three film studio* Into some torn of dlmenslon- 
- a I gate, transporting the player into a huge net- 
work of rooms, caverns and tunnels far larger 
than the actual studio building Itself, Not only 
does this mean that the game map can as large 
as the game' s designers want it, It also gives a 
good excuse for a wide variety of very d Potent 
scenery graphics and monsters. Thus one part 
of the game Is set In a horror/SF setting, another 
In that stock standby, the old haunted house. 



STARTF This Is where the adventure begins, with the player standing on the path leading to Black Widow 
Studios. The whole place is dark and apparently deserted, with no sign of the beloved Elvira, A couple of steps 
forward and - THRACKATAZOQME - a vision of the voluptuous vamp appears before your eyes. 

Obviously In no small amount 01 distress. Elvira hurriedly explains that an Evil Spirit in the form of a maSStV* 
three-headed dog has possessed the Studio and has taken her hostace r with the intention of sacrificing her at 

midnight J no doubt as part of some sort of bizarre 'nemon crossing over Into our dimension' ceremony - you know 
how these stories tend to go). 

Elvira Is Just about to reveal whore she's being held when the Spirit's power manages to quash the mirage, 
leaving nothing behind but Elvira's spelkastfc grimolre. Somehow realising that Its magical mysteries are go4ng 
to come in very handy late? on you pick It up and stuff It in your pocket. 

Girding your loins vou set out to rescue your beloved. The Studio gates ahead are firmly locked, and there's 
no way you're going to be able to climb over the high fence without losing a couple of the things that make you 
so attractive to Elvira in the lirst place, Nope, brains not brawn is the way out here. 

There's a rock lying by the side of the path. Pick it up - you never know when It's going to come in handy... 
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At last you're Inside the Studio, Okay, bo It's 
only the foyer but It's a start. It's difficult to 
know where to go next - there's a choice fo 

three aoofs and a iim vunira deciding, take a 
look mnand here - you new know whet you 
may find lying about. 



Having; broken Knto the seemlnglY^niDty Studio 
security station, you innocently open a Clipboard to 
discover the mutilated corpse of the guard, which 
slumps out of the dorfuwet at you {t he first shock 
s^qucnto In the game - don't worry if you miss It, 
there Are plenty more). Searching his body you And a 
small key, which Just fits the lock up* thu Studta 
gate control H&orayf fou r* Inl 



Wandering around VOu find the entrance to the 
Studio Security Station. And Security Is rlgM - It" a 
looked up tlgtit. Using the rock found earlier you 
smash a hole In the glass, arid reaching through 
the Shattered pane you locate tie belt with your 
fingers and open the door. The plot thickens... 
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pretty redundant feature, as generally this doesn't 
tell you anything about the object you can't already 
guess- by looking at it, 

By holding the mouse button down the arrow 
turns into a hand, and the object can be dragged 
fc into the player's inventory at the bottom of the 

pace. Selecting an item in the Inventory brings 
up a list of action icons at the side of the screen 
relating to what can be done with it (i.e. 'Open 1 , 
1 Look ln\ 'Throw' , etc). 

Again, there are problems. For a start, why can't 
the player interact with an object while it's still in 
the game world, instead of having to put it in the 
inventory? And why can some objects be opened 

fyou don't mind Investing 
some time getting used to 
Elvira 2 r s idiosyncrasies then 
you'll find more than your money's 
worth here, especially if you're the sort 
of person who slows down going past 
rood accidents and cuts oat the 
from Fangoria. 




PC vers 



The graphics are well above 
average* sometimes excellent, 
but the use of colour couldn't 
really be said to be stretching the VGA card 

to II* limits. Occasionally you could easily 

be fooled Into thinking the glume's running 
In EGA. Sound, though somewhat inappro- 
priate to the mood of the gains, is good. 
Best enjoyed installed on a hard drive. 



Amiga version 



Due early next month, there's 
no reason why the Amiga ver- 
sion shouldn't compare pretty 
favourably with its PC big brother. However, 
given the game's many graphics and largo 
mop size it's likely theft there will bo a folr 
amount of disk accessing and swapping. 





and looked inside by simply clicking on them in 
the action window (generally the larger ones, like 
coffins and chests ) P while others can't be looked 
inside until they're part of the player's inventory 
and others that you'd think could be looked in 
can't be looked in at all (like wardrobes), though 
in some rooms they tan. This last point is par- 
ticularly annoying, resulting in lots of tentative 
and largely redundant mouse clicking. 

Jusl annoying is the fact that objects not 
dropped in the location they were originally found 
in disappear from view, although they are actu- 
ally still there. To pick it up again the player has 
to dick on the room inventory (which lists all the 
objects, known to the player in that location) and 
drag the required objects into his own inventory, 

BOA 



ST version 



Currently scheduled for a 
March release, the graphics 
are likely to be a little leu 
colourful, but apart from that this should bo 
a near-identical PC portover. Like the Amiga 
version p eicpect more than a few discs to bo 
rattling around inside the box, with the cor 

responding problems. 
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Unless the player keeps a note of where he's 
dropped an item or doesn't mind retracing his 
steps and bringing up the room inventory every 
point along the way, then if s very easy to lose track 
of what's been left where. Since there are so many 
items that can be picked up {many of which are 
useless) and the amount carried is limited (mean- 
ing tint the player frequently has to drop stuff off 
to make way for the new), this is a serious fault. 

This serious lack of thought given to ease of play 
occurs throughout the game. Take the way that 
although there's a body lying at your feet h you have 
to move ten feet away from it before it appears in 

thp artinn windnw and ran hp Kparrhpd. Or how 

about the way that there are no visual aids to tell 
you what items of clothing or c ostumes you've 
put on. 

Sooner or later the player will meet one of the 
Evil Spirit's equally unearthly creatures. The play- 
er can choose to defend against it's attacks or fight 
it in normal fierce or berserk mode ■ the more 
vicious the attack, the quicker the battle will be 
won but the risks of injury are greater. The arrow 
cursor turns into a weapon and the player clicks 





Bile monster to carry out the attack. The play- 
ir- sho cast spells, assuming they've been 
mi before battle commences, (See the 1 smell 
m ^dT box for more.) 
hi not everything is hostile. Those that aren't 
be chatted to using the Talk' icon. This results 
: on vernation choices appearing, of which 
fbyer has to choose one. Depending on the 
characters reply there are either more chok- 
ot the conversation abruptly ends> It'& a wetl- 
systern, and works no better or worse here 
anywhere else, 
Apart from those points made earlier, other 
■ lay features infuriate. Take the mom that 
looks perfectly normal from outside but inside is 
i blazing inferno. Once entered, the player is 
ped and doomed to die, even though the exit 
h dearly visible. This would perhaps be accept- 
able in a straight-forward adventure (though still 
ruriating), but in an RPG wouldn't it be fairer 
to let the player dive back out, suitably chastened 
*nd weakened? And why couldn't t repel the vam- 
pire when I was holding a cross (with another one 
in my inventory? C>k;= y, sm there's no reason why 
Horror Soft's vampires have to follow tradition, 
but some things do tend to be perceived as fun- 
damental to certain monsters" natures. 

Oh dear, 1 seem to be going on a bit again, don't 
I? The reasons for this are simply because [ came 
away from Elvira 2 disappointed ■ although [ liked 
the game, I wanted! to like it a lot more. The ill 
thought-out basically rather unfriendly user inter- 
face and occasional gameplay quirks detract from 
what is otherwise a reasonably engrossing and 
entertaining horror adventure. 

The moments when the player actually does 
meet some nightmarish creature are generally 
well-animated and have good shock value. 
However, given the camp nature of the Elvira char- 
acter, one wonders why the programmers didn't 
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put the accent on humour instead of gore, indeed, 
apart from the occasional appearances from the 
Lady herself to provide hints when you're stuck 
(a nice touch, this), the Elvira link is tenuous to 
say the least 

Still, if you don't mind having to invest a small 
amount of time getting used to Elvira 2 r s idiosyn- 
crasies then you'll find you get more than your 
money's worth here, especially if you're the sort 
of person who slows down going past road acci- 
dents and cuts out the pictures from Fangoria. 
Others expecting to be gripped from the word go, 
especially given the game's slow build up to the 
action, are likely to be disappointed. 
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Still, ^rcat iiuvaroncx... 
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I SMELL A SPELL! 

Being a game based around Elvira It's no surprise to see magic 
rearing Its unnatural bead. Spells have to be mixed before they 
can be cast. This is performed by consulting Elvira's spell book 
which lists the spells available. These range from Ice Dart, which 
throws a magical shard of ice Into the screen, to Holy Blast, a 
lightning bolt highly effective against the Undead. 

By selecting a spell a screen appears explaining Its effect, the 
Ingredients needed to create it and the experience level that has 
to be reached before the player can mix It, 

A spell r once created, produces an Icon In the player's Invento- 
ry window. By clicking on the Icon when In battle, the spell is 
cast. But be careful? Each casting uses up the player's valuable 
Power Points, a sort of psychic power rating. Run out of Power 
Points and you've run out of spells I 
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Genre Adventure 
PuliLLsl&fir US Cold 

l3«>vL-Lo|H'r Luca&fklm Gaines j 
Pike 1^99 




LeCHUCK'S REVENGE 



omedy, as any top stand-up will tell you, is not 
a tunny business. lt|m subjective. People who split their sides at the sight 
of Rik Mayall Farting a|d puking in Bottom may well be left stone-faced by 
the cerebral sparrin^f Woody Allen in Annie Hall and vice versa. 



This given, it's hardly si i i prislig diatthere have 
been few games alU-mpiinH to raise eJii j small 
smile, let alone a laugh . Aii^ffe^^aiiK'N thai 
tried to tickle the cl 1 funny hon^roiiumber thai 
succeeded can be cou nted on the fingers of one 
hand. One of this select hand, which includes 
Infocom's Leather Goddesses of Phobos and 
Sierra's Leisuresuit Larry and Space Quest series, 
is Lucasfikn's The Secret of Monkey Island. A phe- 
nomenal success, a sequel was inevitable ■ and 
here it is. 

So how have Revenge's creators got around the 
elusively slippery nature of comedy? Simple. Like 
Secret, Revenge's writers have scattered their gag 
shot wide and hopefully ensured that most peo- 
ple's funny hone will get hit, one way or another. 

So we have gags ranging from the plain stupid 
(the conversation with the carpenter about how 
much wood a woodchutk would chuck if a wood- 
chuck could chuck wood being a prticularly mem- 
orable example) through straightforward puns 
(how about a book on voodoo called The Joy Of 
Hex ?) to the downright obscure (the Men of low 
Moral Fiber - remember them? - discussing the 
link between bumming around all day, existen- 
tialiuiii and performance art). 

Of course, the risk here is that by trying to appeal 
to everybody you end up pleasing nobody. 



Fortunately, the situation descriptions and char- 
acter dialogue are crafted so well that even it you 
don't find the current gag side-dutehingly, falling- 
ofF-the-chair funny, chances are it'll still make 
you chuckle or smile at the very least. You get the 
impression that the team at Lucasfilm Games real- 
ly enjoyed creating Revenge, and this sense of fun 
is conveyed to the player r maintaining mood and 
atmosphere even on the rare occasions when a 
joke falls completely flat. 

And for my money {bearing in mind the above 
that comedy is a subjective beast), Revenge is con- 
sistently far funnier than Secret. Being a sequel, 
the player is already familiar with the central char- 
acter of Guy brush Threepwood and his history, 
so there?; plenty of mirth potential right from the 
start as Guybrush bumps into old acquaintances 
both good and bad and catches up on news. 

The story, which takes place a lew months after 
Secret, starts neatly, with Guy brush hanging from 
a slender vine over a vast pit, a massive chest of 
treasure in one hand. How did he get there? Well, 
as he explains to Governor Marlcy who discovers 
his plight, it's a long story ~ 

...Which is where the player comes in, Guybrush 
may be a little older (as evidenced by the speck- 
ling of bum fluff on his chin) but he's certainly 
none the wiser, I laving bored everyone within 



earshot (and those beyond) with endless recount 
in& of hip cpit victory against the pirate t ^rhu^r 
he decides it's time to get a new story and so 
embarks on a new quest ■ to find the legendary 
treasure known as Big Whoop, 

Unfortunately Guybrush h s current port of call, 
Scabb Island, is ruled by the bullying Largo 
LeGrande, former henchmen of the scabrous 
LeChuck has decreed that none may leave 

Scabb Island without paying an extortionate 
berthing fee ■ the so-called Largo Embargo, Of 
course, it's not really an Embargo at all, but Largo 
Tax doesn't rhyme. 

So if Guybmsh is going to go anywhere, he's 
going to have to gjst rid of Largo first. 
Unfortunately h Guybrush 's attempt to rid Scabb 
of the scoundrel go seriously awry (mainly thanks 
to his obnoxious big-headed bragging) and results 
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Blimey! We seem to be giving 
them away like the uriwant- 
* / ed nut cracknels left rattling 
around the bottom of the Xmas 
of Quality Street, don't we? Come on, you 
know what Tm talking about- Do I have to 
spell it out? Yeah, Monkey Island 2 Is the new 
ACE Adventure Benchmark. As a game it 
stands head and shoulders over the previous 



in the unwanted resurrection of an old adversary, 
Yup r badder, madder and smellier than ever, 
LeChuck is back - and he wants Guybrush BAD. 

Although Revenge is definitely a member of the 
adventure genre, it has to be said that if an adven- 
turer from the early eighties, the days of Trie 
1 iobbit, Sherlock Holmes ct al, fell into some sort 
of deep sleep and awoke today, he'd barely recog- 
nise Revenge as belonging to that once dust-dry 
genre. And while the Rip Van Adventurer purist 
may mourn the passing of text-only descriptions 
and idiosyncratic parsers, there's no denying that 
the popularity of the adventure genre today is large- 
ly attributable to developments like 256-colour 



incumbent, The Secret of Monkey Island (am I 
seeing a trend starting here). Why? Well, the 
adventure s bigger, the story s funnier: the 
graphics are prettier and the music Is simply 
exquisite. Dammit Lucasfllm Gaines have 
even improved the user Interface. Monkey Is- 
land 2 is an instant classic. What's the betting 
it'll still be the ACE Benchmark when Monkey 
Islands swings in? 




graphics and easy-to-use icon-driven interfaces. 

Control over Guybrueh ie via tht? SCJMM sys- 
tem. The display window is split into three main 
areas, By far the largest is the graphic window, 
displaying the current location, Cuybrush and 
any other characters present. Below this is a small 
list of 'action' icons (i,e 'Walk to', £ Look at', 'Use 1 , 
etc) and beside a graphically depicted inventory 
of any items in Guybrush's possession. 

Using mouse {recommended) or keyboard, the 
player can interact with the game 'world' by select- 
ing an action icon and then a location or an object 
(from the graphics window or the inventory) to 
act on. Thus, by selecting 'Walk to' and clicking 




on the graphics window Guybrush - no surpris- 
es here - walks to trie area selected. Likewise, select 
'Use' and, say, a bell and Guybrush will ring the 
bell. Occasionally a second item will have to be 
selected, i.e, J Use'-ing a knife will require a sec- 
ond item be selected for it to act on, such as a piece 
of rope. 

Conversations can be started with the people 
that Guybrush meets by selecting the 'Talk to" 
icon. Three or four pieces of dialogue appear at 
the bottom of the screen, and it's up to the play- 
er to select whichever he thinks is appropriate. 
The character then replies, and then the player 
gets more conversation choices. The system has 
it good and bad points, 

On the plus side it's easy to use - no wrestling 
with a complex parser here {"I don't understand 
'Chat'", etc). Also h conversations aren'l entered 
into unless they're necessary for the game's 
progress (in which case the characters rebuff any 
advances), thus avoiding lots of frustrating and 
ultimately fruitless chats with people who can't 
help you. 

On the down side it can be annoying that when 
the choices come up and there are two options 
you want to try out in the same list, frequently 
one option won't appear in the next batch of ques- 
tions, involving a fair amount of restarting con- 
versations until the required selection comes up 
again. Annoying. 

A Uir amount of playf ulnoe c ic r^tjuir«4 etl thtf 
player's part to wring the full humour from the 
character interactions, a willingness to select off- 
the-wall conversation pieces just to find out what 
the equally bizarre response is and the stamina 
to run with a joke until you reach its punch! ine. 

L J fie risk with Monkey Island 
I 11 2 T s scattershot approach 
to humour is that by trying to 
appeal to everybody you end tip 
pleasing nobody. 

It's interesting to note that the SCUMM user 
interface is described as a 'story system 1 as opposed 
to an adventure system. The ernpliasis is on draw- 
ing the player into a (hopefully) exciting and amus- 
ing adventure rather than testing their vocabu- 
lary range and typing skills, a point underlined 
by the fact that the number of 'action' icons has 
been cut down from Secret's twelve to Revenge's 
nine. 

Rip Van Adventurer would probably be more 
than a little astounded by the Revenge's graphics 
and ■ sacrilege! - sound. [ also think he'd be very 
impressed ■ I know 1 was. 

Lucas film Games have taken a leaf out of 
Sierra/ Dynamix's book and created the graph- 
ics by digitising piimhtl -irtwork and touching it 
up. The results are truly exquisite - they have an 
organic 'natural' look, far removed from the visual 
hard-lined graphics drawn with a paint package. 
Sonic of the scenes in the town of Woodtick, a 
run-down assortment of moored ships, lock very- 
similar to preview shots from the forthcomingMW 
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6 4 Above I Ah? Old friends* T*ft H W% those Men of Low Moral Fiber again. They've got 
a pet rate, called the Muertttfrr Mnnster because it's passion for all things 
chwey, running a round. If only you could capture perhaps kt y&u could flI I p it into 
that c&ok'i pot— 

Behind the desk stands Mad Marty, the town's clothes cleaner. Wonder if hit's got 
some emharassing Item of Largo's clothing? Even If he does, you can't get it without 4 
laundry reclaim ticket. 




3 {Top) Meet Woody the carpenter. He may be a 
skilled craftsman, but even he can't make the ont L 
tiling that would do tho town somv yood - m voodoo 
doll of Largo, 

(Above) Meet Waily. probably the beat map maker In the 
whole of the Carnibean. 





7 (Left ) The town's inn 
is run by this suriy 
brute. There's only 
one room - Largo's. 
Perhaps If you caused a 
diversion o1 snme sort you 
could sneak into the 
fiend's room? And I won- 
der what baby crocs cat? 



8 (Lefty At last you're 
in Largo's domicile - 
and isn't It a mess! 
Foor scraps are scattered 
on the floor and clothes 
are left lying about. Tut r 
t,ut! What can you find here 
to help you? j Did you know 
Largo wear* a toup4?| 



4 (Right | The barman 
can make any drink 
you care to to name, 
but be can't make what 
nils town really needs - a 
voodoo doll of Largo. { By 
now you should be getting 
the subtle hints about how 
to get rid of tlx villain.) 



5 (Right | You need 
money -and to get 
money you need a 
Job. If only you could make 
this unlikeable cook foul 
up... Perhaps something 
small and hairy in the 
cooking pot would do the 
trick...? 





CAGB ISLAND {AGAIN 



h 1 S first P 



Guybrushs first port of 
call and his last, unless 
he can rid the place of 
Largo. However, this Is 
just the beginning of his 
troubles. Largo manages to resurrect 
Le Chuck, who is intent on revenge. The 
only solution Is to find Big Whoop (remem- 
ber that?) + rumoured to he the only way of 
destroying LeChuok once and for all. It's 
location is provided by a map, torn Into four 
parts and scattered hither and tit h or. 




PHATT ISLAND 



The Governor of Phatt 
Island is a bloated 
monster of a man, a 
sort of 18th Century 
Jabba the Hutt As 
Immoral as tie is ugly, the Governor impris- 
ons Guy brush on reaching the Island, with 
the intention of claiming tho bounty placed 
on our hero's head by LeChtick. Thrown into 
a dank dark cell, Guybiush's only hope of 
escape is to get the vicious guard dog to 
bring him the cell key. But how? 





BOOTY ISLAND 



The Governor of Booty 
Island is the beautiful 
Elaine Marley, a old 
fla me of Guyb rush's 
from the previous 
adventure. This isle's a pleasant antidote to 
Phatt - It's the location of the famed Mardl 
Gras and the popular spotting contest, 

(Right) Captain Dread only knows bow to get to three 
la lands - Just at well they're the only ones you need to 
Vlsltp rtfTt It? The player Indicates where he want* to go 
by simply clicking on the desired island, 



13 



(Above) The Voodoo Ledy can't make a doll of Largo until 
*h* ha* ftiur vilpl ingredient* - something of the Threwd, 
wmethlne; of the Hold, So mtlhing of the Body and some- 
tat of "0** Dead - The adventure begins I 




of * 




Above) The adventure starts here round the beach Cilmp fire near the town 
of vyoodtick. Bart and Fink, your two buddies, are getting pretty sick of hear- 
how you got rid of LeChuck (for the ntti time). With a flourish you 
that vou'ru on hi new quest - ta find the legendary B|g Whoopl 



£\ ^ t, a n c y _ p a nrt>sJ?l 




BOOTY-FULL 



uy brush's quest starts on 
Scabb Island. To paraphrase 
Obi-wan Kenobi in Star Wars, 
you'll never find a more 
wretched hive of scum and villainy, with the 
main scum and villain being the bullying, 
vindictive Largo Le Grande. Follow the plot 
by following the numbers! 





(Above) Who knows how ta make a 
voodoo dol'l? Why, trio Voodoo Lady off 
m^m mm course ! She Uvea In fho heart of the 
Spooky swamp, entailing a »p4ne-tfngling journey in 
an open-topped coffin to the International House of 
Mojo... 



2 (Left) Things don't start too welt No 
sooner have you entered Woodtlck In 
se-arch ol n ship than you're mug£ed 
by Largo and all your money is stolen. 




9 



(Above) Scahh teland in alt Its glory. As 
you trot horn piece to place you'll Ijl l 
seeing this map screen a lot. 




10 



(Above) The graveyard. Here lies the 
body of the pirate LeChuth. Thank 
£00dness no's deed... Or is he? 




lli: 



{Above) Captain Dread, Owner of the Jolly Rasta. He's more than willing to 
charter his ship to you r hut he can't leave the island until Largo lifts hit hefty 
k. If Only he bed a... Alright, enougfi already. *o you need a voodoo doll! 
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Look at 



Pick up Us* 
Look at Push 
Talk to Pull 



fijfr Steven Spielberg's Peter Pan update Hook. Given 
that Industrial Light & Magic, another Lucasfilm 
division, arc responsible for that film's special 
FX, tn\f> winders if this is entirely coincidental... 

A certain, less cultured, member of the ACE 
stafFhas complained that he thinks the graphics 
look 'messy' but then he likes Sonic ihe Hedgehog 
{I'm naming no names) so what does he know? 
A more serious criticism is that the highly-detailed 
drawings occasionally make it difficult to discern 
pick-uppable items from background detail - 
entailing lots of speculative 'scanning' of the back- 
grounds with the cursor. 

Just as beautiful arc the character animations 
- at least they are in long shot. By necessity,, given 
the size of the figures, the animation is very broad 
and cartoon-like, but they give pointers to the char- 
acters' personalities. It works in similar way that 
radio drama or a book works - because you only 
have limited information to go on, you subcon- 
sciously fill in character details and nuances your- 
self. 

And it's because of this participation on the play- 
er's part that when the view occasionally cuts to 
a close up of a character the results are less 
impressive. What had previously largely been left 
to the imagination is made explicit and because 
the animation is limited (generally being restrict* 
ed to gross mouth movements) the effect is dis* 
appointing. If" this sounds harsh it isn't meant to 
be ■ the animation is no worse than that seen in 
any other game - it's just that because the rest of 
the game works so well these atmosphere-bust- 
ing scenes stand out. 

This minor flaw (and the inevitable jerky 
sr rolling) aside, the graphics in Revenge ooze 
quality. There are other minor visual effects so 
subtle that it First you don't even notice them - 
the way figures walking in dark areas of the screen 

KUfl 



darken as well, the out-of- focus foregrounds and 
backgrounds that draw your eye into 'centre stage' 
that confirm Revenge as a tmp graphic tn af- 
terpiece. 

Revenge is the first Lucasfilm Game to use the 
new (MUSE sound system, an acronym for inter - 
active MUsk and Sound Effects. First impres- 
sions are that it's merely a means of dovetailing 
one piece of music into another (i.e. smoothly 
* hanging from the 'street' music into the 'inn' 



PC Version 



If you haven't got a soundcard 
then buy one now, because 
playing Monkey Inland 2 with- 
out the superbly atmospheric music is only 
half tho experience - It'* like eating liver 
without onion*. Although best enjoyed in 
VGA to take advantage of the gorgeous 
backdrops, the strength of the game - its 
marvellous plotting and off the- wall humour 
- survive* completely intact En EGA. 



Amiga Version 



Although still trapped in the 
F /^_ Jv^\ depth* of conversion Hell, 





Lucasfilm Games are confident 



that some form of I MUSE will be implement- 
ed on the Amiga. Also promised are full 32- 
colour graphics. However, be warned that 
this will be a multldisc iMb-only quest! 
Amiga owners should be able to chuckle at 
LeChuck'ft Revenge come late February. 




ST Version 



Cro** your fingers and start 
praying, because ST version 1 * 
fate is still undecided. 




{AGtfrtJ TTW iVrtW. wtitl Quyljnrfh hanging tilWd Hi! flft * 
^tender kim, b tiMVy cfr*Jf at treasure trt one frond. When Gfliramnr 
JHAflL** dlHHVCTS fvrn and amki huw tie got titers. Jw nppJtoi* "We\t, 
J* p * A tone 5 ton .mti flu? tfanre hegim. 
{i-ettf Captain Draad's snip, wtih Guybfu&h AftatnT amt matfy kn 
wikrnlure. Wrrut m\ Eafttl is tnat Sflfltf going in he ui&o tot? 

music),, Nice enough and big improvement over 
the abrupt cuts between themes in other games, 
h\\: hnrdly stunning. 

However, it's, actually far more complex and 
impressive than that. The music also changes 
depending on how the game is progressing. Thus, 
if Guybrush gets into an argument with someone 
the music will take on a more strident and aggres- 
sive tone. likewise, perform a certain action and 
an appropriate piece of dynamic music will he 
woven into the current musical backdrop. 

It works beautifully, especially because the music 
is so good anyway. There are two scenes early on 
in rhp gamp whprp it's especially effective. One is 
in the gTaveyard, where Guybrush intends to 
exhume a grave in search of LeChuck's remains, 
As Guybrush approaches the grave the already 
sombre music grows even more ominous, and 
when he digs into the wet earth the musk builds 
to a crescendo, accompanied by flashes of light- 
ning. Marvellous. 




Giv* Pick up Us« 
Omn Look ©t Pus 
Clos* Talk to Pul 




impressive is the scene where Guybrush 
t Voodoo Lady in the swamp. As our hero 
through the musty waters (in an open cof- 
less) the spooky musk gets even more mys- 
Ooh, it sends shivers up your spine! The 
SE system is also used to produce some neat 
, like the india na Jo»« theme that pops 
n Guybrush swings across a Lhasin on a 
And 1 swear 1 heard a snatch of The 
Mmdnator theme when Guybrush says "I'll be 



The adventure itself is well-structured. Although 
a wery big game, the designers have cleverly 
r.cted the player to Scabb Island at first (via 

|^ I tgh-on faultlessly executed, 

beautifully written and en- 
chantingly funny Monkey Island 2 
is a landmark game that really 
has to be seen - and heard - to ho 
believed. 



the laryo Embargo) so it's not too daunting. The 
puzzles are fairly logical and rarely frustrating. 
Often you know what you want to do but not how, 
requiring some application of imagination to the 
materials in hand to achieve the required aims. 
The .if rent is firmly on puzzle solving rather 
than avoiding dying. Although this is good from 
one point of view (you can feel free to try out even 
the most outlandish ideas without th<- turn- 
ing to an abrupt endj r it does mean there's a seri- 
ous lack of real threat or danger. Given that the 
a story centres around pirates, who were suppos- 
edly the Mill wall Supporters of their time and cor- 




resprjndmgly highly effective in the trouj 
ing department* this is something of an omis- 
sion, 

Monkey Island 2: LeChuck's Revenge is that 
rare thing ■ an instant classic. Nigh-on faultless- 
ly executed, beautifully written and enchanting- 
ly funny, it's a landmark game that really has to 
be seen - and heard - to be believed. If you think 
you don't like adventure games (like I did) then 
Monkey Island 2 is sure to change your mind. 
What can I say? I'm in love! 

■ David Upchurch 





(AbO?ve} At I&it Guybiubh coHmcivd ihe furur components with which the Vuotioo Lid> -cm 
m.the jf Lnrgo voodoo doit, seen in oyo popping ;ict)on here. Linfortunati'.fy Suy brush's st\am^\ess 
twigging :rboot his victory nvrr LcChuck foxults in Cargo gaffing hit hands on LeCnuzM* hving 
beard. Since this means that Lsugn can Nrmufroct tho c¥t\ pirata, this m not A Goad fJWraa". 



SOMETHING GOT ME STARTED... 

It's fairly daunting being a wannabe adventure gamer these days. 

1 

Not only is there a huge range of games to choose from, hut there's 
the risk that you'll spend your thirty-odd quid and not be able past 
the first room. 

However, neophyte adventurers thinking of purchasing Monkey 
Island 2 need fear net. At the start of the game there's the option to 
choose between the 'normal' puzzle-packed product or s Monkey Is- 
land 2 Lite' or, as Lucasfilm Games put it, I've never played an ad- 
venture game before. Tin scared/ It's basically a much cut-down ver- 
sion of its big brother, with some puzzles already solved. 

Seasoned adventurers worried that the temptation to play the 
easy game (and thus get hints for the main game) will be too much 
can rest easy. The simplified game is changed sufficiently so as not 
to give too much away on the harder game's solutions. Likewise p 
even if you've completed the Lite game, there are plenty more laughs 
to be had solving the tougher game. How s that for Value For Money? 
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here die Iwu ly\Kh uf jjeuple ■ lliu*e 

g '*;• 1 

that understand American Football and those that don't. If you happen to 
be a member of the latter category , and don't know a First Down from a 
Field Goalp you're missing out a bit h I'm afraid. Alright, so at first it just 




(QJjOit®} flmganm begin* wftn 
ill* Jtefemfing learn kicking ffa 
bail ax fur down tAa pftcft *# 
fKtvxtbtv. When an at inKhton 
pisrym focofvmm ft (tap)?- ho then 
mm back op frt* pfteft wfth ft - 
tfte pi&ce whew ft* is toefctod 
is wtttif* ptajr s(irts. The same 

Touchditwn. 

offwt&iva raaroa fee* off #i Wra 
tine uf xcrimnTutfi*- With the 
■utEiiich intj" iWff foya ±Jnm km 

fir* rtifWre* cwpf Aflifljtf ft? 
fwthe art? prtstfl*r«, 



looks like a bunch of blokes in fancy dress squab- 
bling over a giant peanut. But once you've got a 
hang of the ground rules, American Football is 
one of the most exhikrating spectacles you're ever 
likely to see on television. The sweat p the thun- 
der, the smell of the liniment - its a ^arne embed- 
ded so deeply into the American way of life that, 
even at college level it's a multi-mil I inn dollar busi 
ness that makes our sports industry look like a 
game of Subhutco by comparison. Now, thanks 
to Channel ^ p it's even built up quite a follow- 
ing over here. Whether this is partly due to our 
strange subconscious desire to be like Americans 
Km not sure but there can be no denying the end 
result - that like it or not, American Football is 
here to stay. 

Despite our keenness to get involved, however, 
our experience and expertise when it comes to 
the great game is still a bit amateurish when com- 
pared to the Americans themselves, and so it hard- 
ly comes as a surprise that we J ve had to rely on 
them to provide the best computer interpreta- 
tions - and even then it's been a bit of a dodgy 
bunch, with only Cinema ware's exemplary but 
aging TV Sports: Football standing out from the 
crowd. All the more reason then for fiw>ty fans to 
be getting all excited over Electronic Arts* latest 



effort - anyone familiar with American Football 
games in general or the Sega Megadrive 'scene' 
will know that John Madden Football comes with 
one of the highest pedigrees a game could have, 
it has, for the last year, been widely regarded as 
The Best Game Lver On The Megadrive, scoop- 
ing rave reviews and armfuls of awards on both 
sides of the Adantic - and now it's on the Amiga. 

The adaptation represents something of a soft- 
ware landmark, as it's the first time an original 
console game has been converted to a comput- 
er format - treacherous territory to be sure. 
Nevertheless, EA's m-hou^e coders have handled 
the none-too-easy task with grace and style r and 
the result is one of the classiest sports simula- 
tions the Amiga has seen. 

Right, first things First - the rules of the game. 
Two teams, one ball, all on a pitch (or gridiron) 
a hundred yards long. Each team has an endzone, 
situated logically at either end of the field. The 
object is to move the ball up the pitch into the 
opposing team's endzone to score Touchdowns. 
Unlike Rugby, however, it's not quite as simple 
us just legging it up the pitch as fast as possible. 
The pitch is marked into individual yards (with 
additional markers for each group of ten - 2.0 , 
jo, 40 and so on), and the attacking team's job 



mist 



At first glance, John Madden Football 
could easily be mistaken for 
W Cinema ware 1 a TV Sports: Football. 
Graph i call y it's very similar Indeed, 
with lookalike sprites and a similar playcalling 
system - although the pitch Itself is somewhat 
flatter. And r would you believe, the two games 
play very much like each other m well! There's 
very little to separate John Madden from TV 
Sports: Football on basic gameptay grounds t 
but Madden e s more sophisticated character 
control and the impressive array of options and 
variables that It offers make it the better bet. 
Madden has a classier air about it, which Is 
must not i cable during play when the impres- 
sive 3D panoramic pitch display is in full view. 
So> to summarise - John Madden is better. OK? 




is to get the ball into the opposing team's end- 
zone by advancing it up the pitch in a series of 
attacks, either by simply running with it, or throw- 
ing it to a player further up the field (called a receiv- 
er) to catch. Fach attack is known as a Down, and 
the offense gets four Downs in which to advance 
the bail at least ten yards. Hence the cryptic sound- 
ing scores such as "Third and Seven 1 ' - the attack- 
ing team is on its third down with seven yards 
still to go. Though ten yards is the minimum dis- 
tance to cover, there's no limit to how far a play 
may go, [f an attacker manages to punch and 
shove Ms way through the defensive line> for exam- 
ple, he can run all the way for a Touchdown. 

Meanwhile, of course, the other team is defend- 
ing and trying to keep the ball as far away from 
its goal-line as possible. If the attacking team fails 
to advance the designated ten yards, the roles 
switch over and the other team gets, a crack at scor- 
ing. And that's it in a very small nutshell. Simple? 
You bet. Kasy? Don't be ridiculous... 

Officially, John Madden Football is part of the 
EASN (Electronic Arts Sports Network), although 
the teams that make up its league are all those 
found in the good old NFL. There are sixteen of 
them, ranging from Atlanta to San Francisco and 
all supposedly modelled on their real-life coun- 
terparts, along with a special all-star line-up put 
together by the big man Madden himself. Once 
the shoulder pads are in place, the player can 
choose to take his team into the regular season (a 
one-off game against the team of your choice) , a 
Sudden Death game, where the first team to score 
wins, or into the big-time playoffs, advancing 
through the increasingly-tough heats for a chance 
to play in the final on Super Sunday. Players who 
take their footballing seriously should choose their 
own team carefully, and be even more wary when 
facing up to computer controlled opposition in 



F s in house coders 
have handled the none-too-eamy 

task of converting an alt-time 
Megadrivs classic onto the Amiga 
with grace and style, and the 
result is one of the classiest 
sports simulations the machine 
has seen* 

the playoffs, Teams' performances in different 
areas differ radically from one another - some are 
good at attacking in the air, while others may have 
fast runners that require careful marking or loop- 
holes in defence that can be exploited. 
Understanding these sorts of tactics is a vital key 
to success in John Madden - it can be played sim- 
ply as an arcade sports game, but the player won't 
stand a snowball's chance unless he can weigh 
up the factors and make intelligent playcalling 
decisions based on them. 

And so to the gridiron for the game itself. Unlike 
most sports games, John Madden Football dis- 
plays the action from a viewpoint different to . v- 




AMD NOW. HERE'S 



THE WEATHER*.. 

As a special bonus for Amiga owners, John 
Madden Football toasts a few features 
which never appeared In the M egad rive 
original. Games can now be played on real 
or artificial turf. Indoors or outdoor? and In 
a variety of weather conditions. After all, 
even in America it's not sunny every day... 








, Use th* audttries to change tactics If you 
■ hive any tast-mkwte doubts alter you've 
selected your play. 




In addition to ttw scores of plays ft al actable 
from the menus, player* can add extra 
wrinkles to their tactics via audlbles' - those 
IncftmpruhunelbJe commands the ojuarterbnck 
shouts to his tarn before the tain is snapped. 
Every team has Its own set of ak special plays, 
with a different audible command tor each. 



At soon as the attacking team gets within around 30 
yards of the target errtlzone, it mey like to have a 
crack at taking a Field Goal - particularly if the 
chances of getting a Touchdown took $.\\m. As the 
kicker runs to the ball, the player has a couple of 
seconds to make cruciaJ power and direction changes, 
Got it between the posts to score a lovely three points 
and near the computer cry "It's &oodl H A shot at goal 
It alto taken for en extra point after each Touchdown 
- }uat Hke converting a try In Rugby. 



Mrnm-fnmm... brook out the tfJWff* iflUffrW^S dMt Ice 
cream, '-ciius-r itur p'rass im C<H*i flfltf ft llft » fflWV'f not fl 
ckwd 1V1 the mhy md the Mm ft totaling down* A&aotUfoiy 
perfect cwwfrftofw for m spot ot sporfwointod phymlcxi 
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The Job- of Jl Defensive Beck during a passJng play is to 
knock the ball from the Air cur otherwise get in the way so 
that the attacking receiver can't catch the ball as It 
comes ln r If the defending player la extra lucky and 

the ball Instead of the intended receiver, an 
interception Is called and play switches round 
limntiWdtelf, hiui lire utiici loam culuc im the eUnuh wllh 
th* ball. The same rule applies If a receiver fumbles the 
catch - m defender can run In end snatch It away before 
the butterflngered pl«yer gets a chance to recover It. 



If the attaching team still hain't 
moved tea yards by the Fouth 
Down, it & probably nest to forget 
about It and use the last play to 
ktek the ball to safety. Obviously 
,i Field Goal Is the best option, 
putting three points on the board, 
bm If the range I* too for for that, 
the quarterback can simply punt It 
deep into enemy territory, thereby 
making sure they have a lot of 
ground to cover on their offensive. 
Sneaky players- may fake the kick 
- as the defensive line moves bach 
in preparation for the Incoming 
ball, the quarterback Just grabs It 
and rues. It doesn't always work, 
but whon rt dooa the dafortcc enda 
up w+th some right egg on Its 
face. 




Remember that long throws are difficult fof 
receivers to catch - often the meet effective 
passes are short lobs to a player Just behind 
the defensive line. 
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A passing play is one of the most complicated to execute - but the long 
distances that Can be gained at a time mean that they ere a vital part of any 
good footballer's repertoire. When the ball Is snapped to the quarterback, 
the receivers run out Into their p re-de sign ate d positions. As th# phi^er 
prepares to throw, the three receivers appear In inset windows above the 
main screen, with their hands In the ah If they are in good position to 
receive. With a receiver selected, the computer throws the ball 
automatically, and It's then up to the player to get the receiver u odor the 
ball (Its landing point is Indicated by a cross on the pitch] before) St lands. If 
It's just on the edge of his reach, the receiver can Jump Into the air or 
perform a breoth-tEiking dive to complete the catch. 
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Amiga version 



John Madden Football is 
superbly pra»tttod f with no 

end of pretty front-end 
serMns and gorgeous graphics when out on 
the Hold - the colour graduation on the pitch 
works particularly wall. A liberal sprinkling 
of sampled speech arid bonocninchlng 
effects adds to the atmosphere, and all In 
all what you've got Is one of the classiest 
Amiga products In yonks, Unfortunately, 
hatf-meg owners don't got the full benefit of 
tho sound and have to put up with a bit of 
multi-loading, but lt T s not too much of a 
headache. 



ST version 



Sorry ST fans, but EA have no 
plans for an Atari version. 




PC version 



It's hard cheese for IBM own- 
ers too - John's not planning to 
pay a visit to your machine. 
Not iKiw t not ever. 



to that favoured by the TV coverage. On the box, 
cameras generally watch from the side - in Madden 
(he game is played head-on, looking down the pitch 
from behind the players in a foreshortened jU 
view. Su fai a* the urate side of things is con- 
cerned, matters have been kept as simple as pos- 
sible. It's no Kick Off to be sure, but given the com- 
plexity of the sport it's simulating, John Madden 
does an admirable job of retaining playable arcade 
elements. The player only ever controls one team 
member at a time, while the computer takes care 
of the rest, guiding them in accordance with the 
selected play. In fact, it's possible to take hands 
off the joystick altogether and let the computer 
execute the play completely automatically! It's not 
half as much fun as controlling things personal- 
ly, but it shows how the computer-controlled play- 
ers behave intelligently. 

Though the game flows freely during play, it's 
split into two distinct sections, Before each play a 
both teams pick their tactics from a comprehen- 
sive selection put together by Madden himself. 
American Football allows the coach to change his 
team line-up for each particular play - bringing 
on good wide receivers for a long 
passing play, for instance. Once a 
Set {as the line-up is called) has 
been chosen, it's clown 10 rhoos 
ing a particular formation for that 
line-up and then a specific play- 
There are two basic types - run- 
ning plays and passing plays - 
although there are umpteen vari- 
ations on those themes. The play 




JTi Mvllt eHy am the twu McJes £#JOT( fftflfr frcfJci pnW tu ptoy. CflCfi &i tfi* ptay dtagranto Is ceHHIf-CVOQti far MM MnnfllfeaNnft- 
rwtttfng putyt are yvDw, pammkr^ pt*y* am Drown. In * twntoys* £dfti*. I ■ § tfwrf tab* M Hii y*u* JMM JVchm vhw m yw hM to 
your opponent cavtl h# whmt yau "w up to. 

stands to be gained if the play comes off makes 
it worth the risk. Alternatively, there are short n' 
sweet running plays where the quarterback sneak- 

ily hands the ball to one of his nirmers P who Uwii 

tries to run round or barge his way through die 
defensive line. Tactics are of course a matter of 
personal taste, to be tailored round a player's par- 
ticular style and skills. Ambitious players may 
want to spend a lot of time 'in the air', passing 
over long distances to make big yard gains at a 
time, while others may prefer the slow, thought- 
ful approach, making short running plays that 
gain just a few yards at a time. 

More often than riot, though, advancing the ball 
even a couple of yards can be a much tougher task 
than it sounds. The defensive plays are just as 
varied and devious as the offensive ones, with com- 
prehensive marking of players, blitzes at the quar- 
terback aimed at 'sacking' him before he gets rid 
of rhe ball and even atu-mpLs al intercepting ihi: 
ball in the air, thus turning the whole direction 
of die game around. With such varied tactics avail- 
able to both offensive and defensive sides, the real 
trick is in anticipating what the other team is going 
to do and then calling a play to 
counter those tactics. Madden 3 * 
play selection system has been 
designed to let this vital bluffing 
element work to the full. As each 
team selects P three possible plays 
are displayed at a time - a simple 
tap of the joystick selects one of 
the trio, with no indication made 
on screen as to which has been 




otm Madden 
Football comes 
recommended 
even to those who 
have no prior know* 

ledge of, or ewen 
interest in American 
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or can take big gambles, pushing FootbBlL It's probably picked. The result is that neither * 



his receivers far down the Held 
and going for a lon^ throw - the 
dictantc makuu the chance of 
'completing' the pass more 
remote., but the yardage that 

72 m/m 



the best and most 

convincing 
introduction to the 
sport there is* 



side knows exactly what the other 
is up to until the play begins. 

All this tactical bluffing and 
poker-faced playcalling may be a 
very important pait of the game. 





□ E F E. r-i !:■ € RED BQG BLITZ 



DO I HAVE '0 DH AW YGU A PICTURE? 



Evary play ki John Madd«n Football com** complete with 

a rJascri ptive diagram^ llluftr^Hng It wortct. They 
show the I ntWji l d route of the ball, paths of players and 
handoff/pass posltbtu, It 1 * vital that the terniln^lqgy of 
theee little pictures is mastered If any ducent pit>cal!<n& 
dfreis-lorvB ore to be made. Everything H .*h;ip* and -colour 
coded, and th* rttSuH Ift that cWfipiBit bnjfofrnatlon about a 
play tan be conveyed! In Juit a few squint lines, ^quam 
and Circlet. Each play I* given a suitably hard (and ton 
fusing) name, such as 'fled Dog Blitz" fan all-out attach 
on the Quarterback), Status of LltuWty" (a kmg pats to a 
fast receiver) and "Naked Bootleg 1 {» corfiplex running: 
play). DOfl't worf> - It'll all make sense wttfi practice. 




Rati Cantor, p# fflckwr 
fltm FiPk* 

Motion, «tch«jt,*fW 
Ifun SMks 

Fin Stack 

f*M93 nWt* 



□ 



X/ 



©00 



Cofcrfr UrwWHSfl 
UnnhnnhAf 
Derwitfft* BMr 

Pass AUSO 

Cawr OpjJofhWrt JWdfKLs-rWrM 

JJciEff* to tooaw to man 
into xane 





OFFENSE ■ HALFBACK SCREEN 
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but equally a? vital - and even more fun - is the 
arcade side of things, which comes into play as 
soon as the ball goes on the move. Madden "s con* 
trol mode is understandably complex (remember 
it originally worked on a three-button Megadxive 
joypad} but works instinctively^ allowing the on- 
screen players to perform grateful, athletic moves 
with the minimum of fuss. Aside from the usual 
running and tackling, players can puU off jinxy 
little spins to avoid Tackles, dive for that vital extra 
yard, jump to catch the ball and get an extra burst 
of speed when it's needed. The players' versatil- 
ity, combined with the fluid animation of the char- 
acttTs, makes for some very- impressive, almost 
televisual set-pieces. All this adds tremendously 
to the game's overall feel and atmosphere r and 
there's genuine tension and excitement to be had 
when the scores are oh-so close and the two 
minute warning sounds. There's a particular sense 
of whooping satisfaction when an elaborate play 
comes off just as you planned it 3 especially if it 
results in a Touchdown - the scoring player per- 
forms a quick breakdance in time with the con- 
gratulatory music to signify his contentment. 
Probably the nicest thing ahout John Madder] 



Football is that players with no prior knowledge 
of the sport need not fear ■ indeed, playing the 
game is probably the quickest and most effec- 
tive way to get acquainted with how the sport 

works. With so many complex rules, plays and 
formations, it's often difficult to understand what's 
going on even when watching live on TV. 
Madden's uncluttered display, which has been 
set at just the right angle and point of view to pro- 
vide maximum visibility, neatly oversteps the prob- 
lem of visual complexity without simplifying m 
diminishing detail, 

But is John Madden Football a Sports Game or 
Sports Simulation? Hmmrn, that's a thorny one p 
and no mistake. Well, if anything it's a bit of both. 
The game's skillful combination of instinctive 
arcade action and involved strategic playcalling 
means that it works well at all levels, although 
anyone who's just looking for, say r Kick Off for 
American Football had best stay away. The very 
nature of the sport means that a straight arcade 
implementation simply couldn't w r ork - but 
Madden manages to provide llII Oil tactical depth 
without bogging down the arcade side of things. 
It takes time and practice, but the tactics do make 
sense and once the player has even just a basic 
grasp of how they work he can pull off some very 
smart, successful plays. And that's what makes 
it so enjoyable, really - it s involving, exhilirating, 
instinctive and it pays out very big rewards to play- 
ers who get it right. American Football fans will 
of course lap it up, but it comes just as strongly 
recommended to those who have no prior knowl- 
edge, or even interest - it's probably the best and 
most convincing introduction to the sport there 
is. Oh r and the most playable sports game of the 
year as well Nearly forgot that bit. 

* Gary Whitta 
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Tha Famicom K*f (fiivaJapad 4 
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IJLfhat a rock hard name for a game! Actually, 
WW though the original fa pu nest: version goes 
by the name of Raiden Densetsu, it's more com- 
monly known by the more mundane monicker 
of Raiden Trad - its American title. Isn't (hat inter- 
esting? No? Well, that's quite a coincidence 
because neither is the game. 

It's the first vertically-scrolling shoofern-up to 
appear on the Super Famicom - the machine has 
already been well furnished horizontally with the 
liken of G radius III, Super R-Type and Super EDF. 
The plot is of course a trifling little matter that 
has no relevance to the game at all - but for what 
it's worth, the practical upshot of it all is that you 
and an optional pal have to take off in your state- 
of-the-art spaceships and kick as much enemy 
ass as possible. It's all pretty formulaic stuff, so 





DENSETSU 



much so that at times it seems a bit like a trip 
down memory lane - during the time spent play- 
ing it, the game brought to mind memories of 
about a dozen other shoot'em-ups, including 5lap 
Fight. Flying Shark, Sidewinder, Xevious and sev- 
eral others. Great you may say, shades of all those 
classic blasters all in one tasty package! Yes, weD 
unfortunately it's not quite like that. While there 
are definite similarities between Raiden Densetsu 
and elements of the aforementioned games, it 
doesn't pack the same kind of punch that made 
those games the classics they are. 

Split into stages with a bad guy at the end of 
each, Raiden Densetsu takes the player through 
a variety of earthly backdrops ■ burned out cities, 
forests, oceans and die like P before ven hiring out 
into deep space, 'the enemies remain pretty much 
consistent throughout ■ along the way the play- 
er encounter the obligatory predictable waves of 
fighters, trundling tanks and the occasional big 
boy that needs to be pumped full of shells before 
it explodes. I know, 1 know, not exactly ground- 
breaking, is it? It s not all bad. though - the game 
is very generous with the extra weapons and 
power-ups (most waves and large enemies release 
one when destroyed), and they're actually quite 
good. The laser beams and homing missiles are 
the best of the bunch, and with two players pow- 
ered-up at the same time, things can get very busy 
indeed. The only real Jet-down is the smart bomb 
* it produces a rather pathetic red cloud that looks 
so unconvincing that it's difficult to imagine thai 
it could actually do any damage. 




No doubt Raiden Densetsu will prove to be a 
big hit with Famicom owners who up until now 
have been starved on the vertically-scrolling 
shoot'em-up front. Okay, so it isn't really any- 
thing special but it's a laugh and an effective 
time-kiler nonetheless. More experienced arcade 
players are likely to find the going a bit too easy 
to keep them challenged for long, but it's fun 
while it lasts, particularly in two-player mode. 
Hopefully, however, we'll be seeing some con- 
siderably more accomplished attempts at this 
genre in thp not-too-distant future. 

• Gary Whittft 
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ACE is the most authoritative and creative 
magazine covering the Amiga, ST, PC, consoSes 
and hand-helds. Only ACE gives you the hottest 
computer entertainment news of today and the 
games technology of tomorrow. 

Now we can offer vou back issues for only £2.50 
(in eluding postage and packing}. 

If vou have missed out on any of the 
comprehensive In The Works Features, with their 
exclusive insight into games development or the 
brilliant ACE Special Features, covering all 
exciting developments in entertainment 
technology * now's your chance to catch up! 

Keep your collection of ACE, the essential games 
buyer's guide, up to date with our back issues 
service. 

Simply complete the coupon below and post it to 
ACE Back Issues, FX). Box 500, Leicester LE99 
OAA, enclosing a postal order or cheque (made 
payable to EMAP Consumer Magazines) for the 
correct amount, 

r 1 

TO : ACE BACK ISSUES, PO BOX LEICESTER LB9 OAA 

Name . 



Address 



Post Code 



would like the following issue (s) of ACE 



enclose a postal order/cheque (made payable to 
Emap Consumer Magazines) for _ 



Fulfilment : Alan Wells International, Memberline 
House, Farndon Road, Market Harborough, 
Leicester LEI6 9NR 
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WORLD CLASS LEADERBOARD 




Anyone with even a passing 
Familiarity with us Gold's aging 
golf classic Leaderhoard will 
instantly recognise the screen- 
shots here - if you can make 
them out r that is.. This Sega offer- 
ing is effectively a straight port- 
over from the more recent - and 
more sophisticated ~ World Class 
edition. Though it s not the first Golf game on the 
machine (Super Golf claimed that title back in 
August), it's the first to have a serious crack at 
simulating the sport, as opposed to Super's sim- 
plistic mini -golf antics, 

GarneGear golfers get to play a round over bina- 
ry reconstructions of four famous courses around 
the world - although in practice, one course looks 
much like another, and the real gameplay variety 
is provided by a three-way difficulty setting, which 
adds toiiLpIkdUiiy factors like hook and slit e ;jnlJ 
wind conditions, thus making for more interest- 
ing play. 




To its credit. World Class 
Leaderboard on the GarneGear 
is virtually identical to the orig- 
inal computer versions - no fea- 
tures have been lost or simpli- 
fied in this handheld translation. 
The courses come complete with 
bunkers and lakes, while play- 
ers can practice on the inde- 
pendent driving range or putting green. There 
are even a few extra features, such as snatches of 
digitised speech which accompany certain shots, 
The only problem with the game, it would seem r 
is the rather dodgy control method. Because the 
power/swerve bar, which controls the shots, is so 
small, it's very difficult to hit the ball accurately, 
and for some reason putting is a ridiculously hit- 
and-miss affair, particularly over short distances. 
As a result, what might have easily been one or 
the best GarneGear products to date comes across 
as simply above average. 

• Gary Whitta 
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NINJA 




A 




Nice to see that the handheld 
revolution is leading us into 
incredible new vistas of original 
gaming excitement, Having 
already done the rounds on every 
format imaginable, Ninja 
Gaiden (four year old dodderer 
that it is) finally arrives on the 
GarneGear. And it's not that bad. 
Although relatively short of fighting variety - the 
player has a single sword slash at his disposal ■ 
and graphically spartan, Ninja Gaiden is still a 
roistering beat-em-up of the highest order. 

Progressing through a bunch of levels, our lone 
Ninja must gradually work his way through 
increasingly heavily populated enemy zones, slash- 
ing away at the bad guys and doing battle with 
the L'jid-of level monsters. Pretty samey sounding 
stuff, agreed, but Ninja Gaiden sccma to have 
something quite special in its nature; the diffi- 
culty is pitched just about right and the combat, 




although simple,, is entertain- 
ing enough. 

As well as the aforemen- 
tioned sword, the player has a 
number of other weapons avail- 
able for use, each of which can 
be collected en route. Throwing 
stars, three-way fire and even a 
protective spinning shield of 
energy are all employed (assuming the player has 
enough Force points) by crouching down and hit- 
ting Fire. But such luxuries must generally be 
saved for doing away with the end monsters, since 
they're so tough. 

Further points in Ninja Gaiden s favour are that 
- for once - some actual imagination has gone into 
the design of the bad guys, and a password sys- 
tem allows access to later levels without slogging 
through previously conquered stages, Good. 

V Jim Douglas 
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DohJ Those ker-razy scientists have cocked up 
again! However, here the consequences of the 
Tefal heads - ' meddling are rather more serious 
than the usual slip-ups, like Pot Noodles or shell 
suits. In their quest For the ultimate robot they 
created the Robotrons, who promptly decided that 
mankind was redundant and must therefore be 
terminated with Lwlrume prejudice, It's up to • 
gulp! - you to save the race! 

A conversion of the classic Williams' coin-op, 
Robotron: 2 oft 4 is shoof-'pm-up action at its mrwt 
addictive basic. The battle takes place in a rect- 
angular arena sprinkled with landmines. The bask 
aim is to clear the screen of all Robotrons and 



progress to the neirt level. Humans can be res- 
cued (by touching thern) for a hefty bonus. On 
his adventures the player will encounter various 
Robotrons, such as cannon-fodder C runts r inde- 
structible Hulks and missile- spewing Enforcers, 
Robotron: 2.084 looks abysmal and the game- 
play amounts to little more than running around 
endlessly shooting things, but I love it The game's 
simplicity is its strong point and puts it in the 
Lkjaukr dass of" games where the playing is every- 
thing. Also P as with almost every WiDLams' game, 
the sound effects are superb - Robotron: 2084 is 
best enjoyed with ear phones in and the volume 
right up. 

So, play it loud and say it proud, Robotron: 2084 
is the best all-out blast on the Lynx yet, and 
shouldn't missed. Okay, okay, so you might com- 
plain that you didn't spend eighty quid on a state- 
of-the-art colour handheld to play a game from 

iho d.lWri of rnrnpiit-f-r f*nts*rta inment, hut thpn 

you 'd probably be the sort of person who believes 
in J colourising ? classic B&W films. So there. 

• David Upchurch 
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Back when ST. U.N. Runner made its arcade 
debut, everyone praised its graphics but lament- 
ed the lack of anything to actually do. Whizzing 
around twisty-turny runnels in the 25th Century 
equivalent of a bobsled, avoiding obstacles and 
collecting bonuses, was all mildly exhilarating, 
but one go was more than enough. Once you'd 
had your quid's worth the urge to flip another sov 
in the slot was conspicuously lacking. 

When D nm ark snapped up the home licence 
everyone knew it was going to be a load of rub- 
bish. Not, I hasten to add, due to any lack of faith 
in the Doms' competence to do a good job (in fact, 
it was a better conversion than anyone could hope 
for), but simply because there was no way that the 
Amiga or ST could even begin to emulate the light- 
ning-fast image update of the coln-op. And with- 
out the sensation of speed, there was precious 
little else to hold your attention. 

So if the 16-bit monsters couldn't pull off a 
decent conversion, what hope for the humble Lynx 
colour handheld? Lots, as it turns out, Atari's 
coders have used the Lynx's sprite-scaling hard- 
ware to the full to produce a near perfect conver- 
sion, reproducing all the speed (lots) and thrills 



RUNNER 



(few) of the original, SXU,N, Runner was cus- 
tom made for the reviewing cliche "If you liked 
the coin-op, you'll love this". If you didn't (and I 
suspect there were lots of you), stay well clear. 

Oh, and there's a nice 'free 1 value-adding poster 
thrown in, too. 

■ David Upchurch 
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Whatl? Megadrive Robocod given a full page! 
But it Wins only a Couple of months ago that 

we gave the Amiga version a whopping great six 
pages of coverage. Surely this is really Reviews 
Directory update material? Well, strictly speaking 
yes - but Megadrive Robocod really does deserve 
special treatment. And you've probably guessed 
why already. Yup, this is it folks - Robocod is The 
Best Platform Game On The Megadrive Ever. And 
that's official . 

I know, I know - I seem tornak^ that statement 
every month. (Last month I seem to remember 
making similarly lofty claims for Quackshat). But 
this time I really mean it. 

No, really, [ do, Actually, it 'd be very easy to start 
getting very soppy over Robocod, and start send- 
ing it bunches of flowers and boxes of chocolates 
and declaring your undying lover for it. It's that 
good. 



The plot is typically cute/twee/nauseating (delete 
as applicable to your personality type). Far away 
in the icy wastes of the Arctic , the foul Dr May be 
has taken control of Santa's tov tactory., with the 
intention of blowing it to smithereens usiny dead- 
ly exploding penguins. As Robocod, the half-fish r 
the half -machine crime fighter, the player has to 
enter the now-tmp filled factory warehouses, deac- 
tivate the penguins and, if possible, Dr Maybe too. 

The basic gameplay is nothing you haven't seen 
hofore - psppf i:illy if you're even halfway familiar 

with Mario. Basically it all entails lota of running 
about, avoiding spikes, riding platforms and so 
forth, while bopping the baddies on the head with 
a well-aimed jump and collecting bonus goodies. 
That said, there are a couple of innovations - 
Robocod can extend his top-half iniinitely to reach 
lofty goodies or cling onto ledges and monkey 
swing out of danger. 

In fact, it's pretty much identical to the Amiga 
version, albeit faster, smoother and more colour- 
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ml. The increased smoothness does make the 
game more enjoyable to play, but the highly- 
detailed parallax backdrops, while very pretty, can 
make it difficult to pick out the tiny bonuses. "The 
only downer is that for some reason the Amiga's 
jaunty n" jolly tunes have become a little grating 
in the port over, 

Robocod is the only platform game IVe seen 
on any format that really ves Mario a run for his 
money. In terms of playabQity and gameplay vari- 
ety it's almost as good - the biggest disappoint- 
ment is that Robocod s designers didn't take a 
leaf out of Mario's book and provide the player 
with some form of save game facility. 

# Davrd Upchurch 




THE BEST ADD ON MONEY CAN BUY FOR YOUR MEGA DRIVE IS HERE! 



The definitive complete games guide with every 
title individually reviewed & rated. 

► More Power packed Megadrive info than all 
other "so called" Sega Mags put together 

|v Over 100 Essential games reviewed in full 
colour 

► The Latest MegaCD Rom news revealed 

► Exclusive hot news in Britains 1 first Megadrive 
only Monthly Mag! 

Every thing you wanted to know about the 
Megadrive PLUS superb playing guides to the 
greatest Megadrive games. 

ALL THIS AND MORE IN THE 
COMPLETE GUIDE TO MEGADRIVE 
AT ONLY £195! 

Available in all good Newsagents now!! 

Bui if you live near bad newsagents, you can order one 
direct from us by filling out the coupon below and 
sending rt tot Complete guide to Megadrive, 
Priory Court, 30-39 Farringdon Lane, London, 
EC1 3 All* 



OOOHl QUICK! Send me a copy of the complete guide 
to MEGADRIVE because I'm really desperate! I enclose a 
cheque/postal order far £3.45 (£9.95 + 50 p post and 
packing) made payable to Mean Machines. Overseas 
orders send £3.00 cash (UK Sterling only) 



Name 

Address 
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JOHN MADDEN 





It's a bit like buses, isn't it? After John Madden h s 
ultra-successful Megadrive outing last year, we 
don't hear another peep out of him for ages and 
then TWO games come along in The same month. 
Not only do we get the excellent Amiga adaptation 
(see page 68) , but also the official Megadrive 
sequel! Actually, John Madden t Q2 isn't quite a 
f ully-blown sequel ■ it's more a greatly enhanced 
and tweaked version of the original- 

So what's new? Well, at first glance, not very 
much at all. The bask game remains almost iden- 
tical in terms of how it is presented and played. 
There are no drastic changes to the viewpoint or 
control method, for example ■ yet at the same time 
almost no aspect of the game survives untweaked 
in one way or another. 

The reason that the game may seem distress- 
ingly similar to the original initially is because 
many of the most important enhancements have 
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been made in places where only playing the game 
will find them. There's a whole new set of strat- 
egy and plays > for instance, once again designed 
by Madden himself. All the most popular ones 
from the original game are there, backed up by 
a variety of new ones, some conservative, some 
outlandish. It's an improvement that's more like- 
ly to be of use to experienced |ohn Maddeners ■ 
the original game boasted, alter all, more than 
more than enough plays for the average player 
to be going on with, and so the new additions will 
only really be fully appreciated by those experts 
who found themselves eventually demanding more 
than the original game could offer. 

Along with the extra plays, the teams themselves 
now come equipped with enhanced artificial intel- 
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ligence, making for tougher opponents and the- 
oretically allowing for more elaborate satisfying 
■^■1- pieces - although making thurri happen is still 
primarily the player s responsibility. There's more 
to get to grips with on the arcade side, with injuries 
playing an important part - if a player is hurt too 
badly to carry on, he's carted off by a wailing 
ambulance and a substitution [Ltrds to be made, 
[n addition, the two-player mode has been sub- 
stantially revamped ■ now a pair of players need 
not be opponents - they can join forces against 
computer opposition, each controlling individu- 
al members of the same team. Needless to say, 
this allows for some very appealing game play h 
with one player passing to the other and making 
co-operative Touchdowns - and, of course, argu- 
ing about whose fault it was when things go 
wrong. 

Extra little touches include scouting reports from 
Marldpn pnnr tn the jpme and variable pitch sur- 
faces and weather conditions, including rain, wind 
and snow, But if anything, it s the game's amaz- 
ing user-friendliness that impresses most. 
American Football is at best a confusing game, 
but Madden 92 uses on-soeen messages, sound 
cues and statistics in such a way that it's practi- 
lliIIv impossible to not understand what's going 
on. A superimposed title follows every play and 
game event to detail exactly whafs happened, with 
Madden making frequent cameo appearances to 
provide remarkably informative statistics. Add to 
that no end of inset animation sequences that 
accompany important Events and an action 1 r play 
facility that features full video-style rewind/cue 
controls and you 've got what Is easily one of the 
most well-presented pieces of software ever seen. 

It seems a bit awkward to be Trailblazing two 
John Madden games in the same month, but the 
out-and-out skiDness of this sequel quite frankly 

with no other option, [t's a 
killer. If you've already got the 
original John Madden, whe- 
ther or not you buy the sequel 
is entirely a matter of how 
much you like the game - 
devoted fans will of course 
leap at it, while those you 
weren't so struck probably 
won't be bowled over by the 
prospect of what is essential- 
ly more of the same. Those 
who never saw the original, however h should get 
themselves a copy of this pronto - you really don't 
know what you're missing. Well go on, then! What 
are you waiting for? 

• Gary WhitU 
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Oh h how hilarious. There are these three Toads, 
right : railed... wait for it... /.it?. Rash and - oh, 
my sides are splitting - Pimple, These rad guys 
like to party on, dude, and hang tough. Lead hy 
their guide and mentor Prof T. Bird (like the car 
- geddit?) they battle against the sexily evil Dark 
Queen. Contrary to rumour, they're nothing like 
the Turtles at all. For a start, they've got different 
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names. And there are four Turtles. And... er... 
that's it. 

I suppose it's inevitable that given the (now 
fading) success of the Turtles others will try to 
jump on the bandwagon. Frankly, I've had it up 
to here with bloody pubescent mutant animals 
spouting California beach bum drivel And I've 
also ted it up to here and beyond with uninspired 
.■rid uninspiring horizontally scrolling beat-'em- 
ups. So it's a bit of shame that Battletoads is both 
of these hated categories in one. 

As a beat- 3 ern-up Battletoads fares okay. It's 
pretty good fun and thr- fighting animations are 
a laugh. However, there's little skill involved ■ 
fight success is simply a case of hitting the fire 
button like fury. Every alternate level is a shoot- 
'ern-up, with the Toad jumping into his nifty 
spaceship, Ajpin> these levels are hardly ground- 
breaking, but they add variety to the package. 
If this sort of game is your bag, you'll probably 
enjoy what's on offer here. Personally, it left me 
cold- 

Now, how long before we get the Samurai Pizza 
Cats game? 



# David Upchurch 



FINAL 





Now this is impressive. There are two problems 
with the Fighting Fantasy books. One: you can 
cheat. Two: the visuals are limited to a set of line 
drawings for only the most 
exci ting scenes. Nevertheless, 
the books themselves make 
perfect Tube-travelling mate- 
rial, so the prospect of play- 
ing an entirely accessible, 
enormous, perfectly pitched 
fantasy role playing game on 
a cheat'free Gameboy, with 
graphics and without the 
need for paper, pencil or dice, 
is most appealing, 

The Dark Lord is seeking 
the Tree of Mana which can 
be found at the top of a waterfall in a mystic king- 
dom. And it's up to the player to prevent the Lord 
from getting his hands on the Tree and plunging 
the whole world into evil darkness and misery, 

And so, after defeating a big cat in a rather pecu- 
liar opening sequence, the player begins his quest. 
Exploring the land is thoroughly amusing, and 
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the player will be fully versed ■ thanks to little pop- 
up boxes - in the storyline and the nature of his 
quest long before any actual adventuring begins, 

As you would expect. Final 
Fantasy Adventure has all the 
requisite adventuring fea- 
tures: objects to collect; char- 
acters to interact with: mon- 
sters to defeat; currency; etc. 
But partially owing to the 
cute nature of the Japanese^ 
looking heroes and partially 
owing to the cunningly dev- 
ised adventure itself which 
prevents the player aimless- 
}y wandering around for long 
periods, Final Fantasy Adven- 
ture allows the player to become instantly and thor- 
oughly involved, 

Final Fantasy Adventure is a class product. 
There's plenty to recommend it h most of which 
you've just read, so buy it. 
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Cowabun|*a! (Okay, I know it's a cliche using the 
Turtles' battle cry to start off a review or feature 
about them but what else can you do?) Actually, 
it has more relevance than usual because in this, 
the second Turtles game from Konami (hence 
the 'i F in the title ■ sharp, eh?j F the Turtles actu- 
ally shout "Cmvabunga!" at the start of each level. 
And "Pizza time!" when you pause the game. 
Thank God for the miracle of digitised speech. 

This speech is exemplary of the superb pre- 
sentation throughout the game - this cart is jam- 
packed with tunes, interlude graphics and ani- 
mations and a brilliant intro sequence, making 
it one of the best looking and sounding Carneboy 
games around. It s a pity then that the game is 
so disappointing. 

It's a five-level rescue mission to save April 
G Neil from the clutches of Shredder (again). As 
in the previous game this involves lots of running 
around a horizontally-scrolling background, kick- 
ing and lopping members of the Foot Clan out 
of the way , culminating in a end-of L level show- 
down with one of Shredder's major henchmen 
■ Re Bop, Rock Steady and the rest of the gang. 



Okay, so the graphics are bigger (although the 
animation is stilted ■ the characters walk around 
as if they've got rods up their backs) and there 
are some nice sub-games between levels, but this 
is really just more of the same. 

« David Upchurch 
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Well, we all know about the film. Sentimentality- 
master John Hughes' blockbusting comedy isn't 
perhaps the most appropriate for game adapta- 
tion, Nevertheless Toy Headquarters have hit the 
mark well. Not surprisingiy, it's based around the 
film's more action-orientated segment, the last 
half-hour when the two burglars are adeptly fend- 
ed off by little Macau! ay Culkin. 

As diminutive house protector Kevin, the play- 
er's task is to run around the giant Meal lister abode 
(represented as a series of flick screens) and col- 
lect up all the items of value before the two prowl- 
ing bandits can get their hands on them. As the 
valuables are col letted from sideboards, cabinets 
and other less obvious hiding places, they must 
be dropped off into one of the house's laundry 
chutes, thus safely stashing them in the locked 
basement below, The thieves cause the obvious 
problems, stealing any objects that Kevin is too 
slow to collect as well as extracting precious hit 
points upon contact. 

True to the film, Kevin can fight back with a vari- 
ety of collectible weapons and by setting simple 
traps (dropping banana skins, etc). With all the 
items In the house safely stashed there's a quick 
sub-level fighting insects in the basement (?) and 
then it r s back for more on the next level. And actu- 



ally, it's all a bit of a iau^h, with plenty of playable 
platform action and gameplay that requires gen- 
uine skiD and cunning. Repetitive it maybe, but 
strangely it doesn't diminish the game's addio 
tive qualities one jot. Most excellent. 

• Gary Whitta 





s pec id I thanks to Shekhana Consoles (OBI 889 
$412) for the loan of these review cartridges. 




On the HlTlace It iririy rial \wvm 

like ihHi'j much ttw*, tut ft* 

dJH*r*nt tr-ipi, VMl^ni mnd 

other eolhittahlat d* * 1*4 to 
add to in*. enjoy-mem. Ii"> not 
*H«rtly a sprawling platJu-rrn 
■pic, but what's i tiara If 4haJ- 
lengmg enough to hold Inter- 
act far quite I while, ind th* 
hauc* it aa*l| T b|« encutfi to 
oet lost In. Thri -grephlct may 
be spare*, but ar* **tr AiW™ * II 
th* urn*, and sound kt pirttc- 
ulerly pJen inft, featuring a pull? 
i amMtl oei at tt* W w r t «■» fame. 

G«j On. gdtf* It • »i irl 

HIITCTf] 111 I It 1ST till] 




mm 83 






I'M JUST STARTING OUT AND 
I'M NOT REALLY VERY GOOD 
AT A LL 

• If you've never played the origi- 
nal Populous, it's understandable 
that you might have a few prob- 
lems getting to grips with the land 
management system. At the out- 
set of the game it's vital that land 
is built and levelled quickly so 
that people can settle and you 
can get an early power foothold. 
When raisfng land from the sea r 
raise twice on the same point 
then lower the top to flatten it 
Out. This technique produces 
more land, faster than raising 
each point individually, It does, 
however, use slFghtly more 
manna. 

• Don't concentrate your land- 
levelling all in one place. In the 
early part of the game, people 
walking around without a house 
are no good to you at all. 
Wherever you see walkers, level 
land Immediately so they can set 
tie. And keep 'sprogging' houses • 
clicking on them to eject people. 
Do this as soon as possible - on 
many of the early landscapes you 



can actually sprog people before 
the house's flag is visible. 

• If you want to build a large pop- 
ulation very quickly, it s worth 
remembering that smalfer houses 
produce more population than 
castles per screen area - in other 
words a screen full of small hous- 
es will knock out more people 
than a screen full of castles. This 
Is a good tip for the beginning of 






Okay, so you got it for Christmas, you loaded it up, 
you got hooked - hut things are starting to got a lit- 
tle tricky, aren't they? But have no fear, Bullfrog's 
here with a veritable cornucopia of tricky tricks and 
happy hints* They We been handily broken down into 
three levels for beginners, intermediates players and 
experts, so all you have to do is refer to the ones that 
deal with your own standard of play. Nifty, oh? 



the game r but be oareful as it 
may cause problems with manna. 
As you progress further into the 
game you should go all out for 
ensiles, $s manna is needed for 
the godly effects. 

I'VE GOT THE HANG OF THIS 
NOW AND RECKON MYSELF A 
BIT 

• Papal Magnets are very useful 
for directing people to where you 



want them to settle.. Move your 
magnet to a place where you 
want them to settle and click your 
people into Go To Magnet mode - 
but make sure your Leader isn't 
in a house first. When your peo- 
pie reach the magnet, simply click 
them back into Settle mode. 

a When building a hero (with the 
exception of Helen of Troy p who 
doesn't fight) always make sure 
you have a strong leader (the ban- 
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ners at the top of the coliseum 
should be flying in the fourth bar 
at least) holding a sword before 
you click on the effect. This 
ensures that you don't waste a 
load of manna on creating a hope- 
fess hero. 

• Early pn in the game, try basalt- 
Ing around the enemy s land, This 
will make these areas uninhabit- 
able and cause problems with 
settling. The only way to retrieve 
the land is to place verdant areas 
over the basalt. 

• Always build castle walls 
around your territory once you 
have a large 'city'. These are 
extremely effective, and can only 
be broken down by very strong 
people or certain effects. 

• Try to kill the enemy's leader. 
The best tactics are with swamps* 
earthquakes or (best of the lot) 
baptismal fonts, If the leader is 



going to the Papal Magnet, lay 
traps around it and you Ml kill a lot 
of his foliowers as welL 

• The effect that covers the most 
area is Batholith ■ those little pim- 
ply rocks. For maximum effect 
hold down the mouse button on a 
large hilly area. It s a very expen- 
sive effect though, so only use it 
if you're flush. 

• If you have plagued people, the 
safest thing to do is kill them off 
immediately before they spread 
the disease. There are 
alternatives - you can try dipping 
them in baptismal fonts (they will 
then spread the plague to the 
other side) or sending them to 
attack the enemy as a hero. 
Whatever you decide, do it fast ■ 
plague can spread alarmingly 
quickly. 

• Volcanoes are well worth doing 
as they render the land unusable 
to the enemy, as well as creating 
mass destruction. For real proper- 
ty damage, try planting lots of 
forests around the area you 
intend to volcano beforehand. 

I'VE GOT THIS SUSSED. COME 
AND HAVE A GO IF YOU THINK 
YOU'RE HARD ENOUGH! 

• Combine effects for greater 



devastation. Placing forests 
around enemy land and then set- 
ting fire to them is parti cu la rPy 
nasty, Also t try putting a whirlwind 
at the point where a tidal wave 
hits the land. 

• In the latter part of the game, 
where most of the land is flat, 
Fungus can be particularly lethal. 
Try experimenting with different 
patterns, and create a library of 
patterns for use in different situa- 
tions. It's possible to create 
assassins, missiles (firing out in 
eight directions J r bombs and 
waves. 



• When sending out a hero, cover 
the enemy terrain in effects from 
that hero's own group. This 
allows you to create awesome 
combined destruction without 
hurting the hero, as they are 
immune to effects from their own 
group, 

• The player gains manna from 
each battle he wins. If somebody 
is killed by an effect then no 
manna is gained. To get around 
this problem, you can hit people 
with effects just to weaken them 
(say, with a lightning bolt), then 
have them beaten up by your own 
men. This only really works if you 
have people nearby in fight mode. 

• This is a really dirty one. Go 
deep into enemy territory and lay 
a group of baptismal fonts. Then, 
use the people they create to 
lower some of the land down into 
the water Place a whirlpool in the 
little pond you have created and it 
will eat away at hfs land from the 
Inside out I You may have to keep 
on refilling the pond with 
whirlpools for maximum effect. 

• DeFure you u^e d huiricdlib 
effect to blow enemy people off 
the map> lay down a series of 
swamps and earthquakes behind 
the target city. The wind will them 
blow them into the traps. 






• Don't bother using a Disarm 
Traps spells on a chest - it's not 
worth wasting a valuable spell on 
it for the few health points saved 



IMV TIPS 



THE GAME 

• Beware of booby-trapped floor 
switches - some of them activate 
arrows, 

• watch out for hidden pits 
around chests. 

• Try to keep to the edge in a 
room or passage just in case 
there are traps in the middle, You 
might find a trap around the edge 
but it's better than running into 
two or more in the middle! 

• Try to concentrate on iocreas- 1 
ing Helmd all's or the wizard s 
Rune Lore skills. This is done 
with potions marked with various 
Rune symbols - some increase 
strength /health, others increase 
Rune Lore. This will aid in reading 
scrolls and using certain spells 
within the game. (There are some 
potions on the third island in 
Midgard!) 

• Watch out for spiders 1 web! 
Don't get too close otherwise you 
might run into a spider and 
they're very mean and nasty, 



There are some times when long placing guides want do, 
When ah you need Is a passe ode to the next level, of a 
cheat for inAnlte Jives. This, oear reader, where Tin* Tips 
comes In handy. 

LOTUS 2 

Brummmml Put the pedal to the metal with the passes, to 

ail eight levels of Gremlin's runaway success-., all thanks to 

Ryan Beckett of Huecleccte. Gloucester. 

LEVEL 2 - TWILIGHT 

LEVEL 3 -PEA SOUP 

LEVEL 4 THE SKIDS 

LEVELS PEACHES 

LEVEL G LIVERPOOL 

LEVEL? SAGLEY 

LEVELS- E BOW 

NINJA GAIDEN 

This GamoGear baat-'envup has some surprisingly obvious 
five-letter passcodes. Read on r and see what I mean... 
LEVEL 2- NtNJA 
LEVEL 3 - GIDEN 
LEVEL 4 - DRGON 




LEVELS SWORD 
PUTT PUTTER 

More GameGear shenanigans, but of a more subdued 
nature. These codes will take you right up to 'Master' level. 
LEVEL 2 PKDKE 
LEVEL 3 SAQAQ 
LEVEL 4-HKJKK 

4 

LEVELS HKMKH 
IEVEL6-FKPKD 
LEVEL 7 ■ PUTT 
LEVEL S • FLDKG 

GET VERTLPS OOTl 

We want to give you free - yes, FREE! - software. Actually 
that's a hit of a He. First you've got to send us some tips or 
playing guides of solutions or anything that comes in handy 
far cracking a game - you know the sort of thing. In return, 
assuming w* print the fruits of your labour, we'll send you a 
free plee# of software tor your machine (more for a particu- 
larly outstanding niece of work). A bargain, I'm sure you'll 
agree. So send your tips (and riame r address and machine 
owned) to: ACE Tip Top Tips, Pfkjry Court, 3«2 Faningdon 
Lane, London ED1R 3AU 




Is this ail-singing, affiancing Viking game sending 
you berserk? Calm down, comb your beard and pon- 
der on these fine beginner's tips from the brigands 
responsible - Core Design themselves! 



SELECTING A CREW 

The optimum crew should consist 
of: 

• BERSERKER These are very 
useful In combat due to their high 
strength and sturdy health 
ratings. 

• WARRIOR Like the Berserker, 
these come into their own in com 
bat, 

• WIZARD - These act as a back- 
up to HeimdalTs own Rune Lore 
and spell-casting skills (just in 
case you accidentally kill off 
HeimdaIN). 

• BLACKSMITH - These normally 
match or better the strength of 
warriors but they don't have as 
much dexterity or as many rune- 
related skilfs. However, they're 
still useful in combat. 

• NAVIGATOR - These warn you if 
you'll lose energy on sea 
journeys, giving you the chance to 
get more food before departing. 

GENERAL TIPS 

• Before selecting an island, dis- 
tribute all the gold to one member 
of your landing party and use this 
person as your gold holder within 
the party (this saves carrying 
space). Do this with keys as well 
so that you don't lose track of 
who's got what key in your party. 

• Collect fats of food. Not only is 
this the best way of keeping the 
crew alive and well, you also need 
it to keep everyone going during 
the long sea journeys- On the 
map screen, always take the 



opportunity to distribute spare 
food to the other crew members 
on the ship r 

• Always remember to check the 
party's health stats during the 
game, especially HeimdaJL and 
keep them well fed. 

• Any spells that can't be read by 
any of the crew should always be 
kept just in case it r s a 
Resurrection or Energy (All) spell 
that you might need later! 

• Discard any unwanted weapons 
(see Combat Hints for the btsssi 
selection) as they take up valu- 
able storage space. 

• Always examine any scrolls 
after finding them and discard any 
that you have lots of (i,e. 
Detect/Disarm Traps), or alterna- 
tively store them back at the ship, 

COMBAT HINTS 

• Always check your party's 
health before attacking an enemy, 
especially HeimdaN's as he's the 
main character and best alt- 
rounder, and we can t have you 
killing him off, can we? 

• Use daggers as these work 
faster than swords and ax.es. 
Change Heimd all's weapon to a 
dagger if he doesn't have one 
because he's the first character 
into combat. 

• The best weapons to use are 
silver daggers, Rune swords and 
Runic axes as these deliver more 
damage than normal weapons. 

• If you use any of ttie swords, 
remember to time your hits with 
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the enemy's (attack just as they 
prepare to strike). This should 
give you more hits than Just 
swinging madly at the enemy r 

• Always keep an eye on the 
health bar of the character who is 
fighting. If it gets too low then 
swap characters or use a health 
spell on them. 




Your favourite games magazine switches into overdrive next month with a 

stunning front-cover disk! 

That's right. Response to our new look has been so positive that we've 

been spurred on to give our readers even 
MORE! From now on, not only will ACE sup- 
ply you with the best reading matter on the 
games scene, but we'll be providing the best 

i 

■ 

electronic matter too. 

Every issue from March will boast a disk 
packed to the very gills/limit/brim (take 
your pick) with top quality games excel- 



Diskl 



lence. 



So why the disk? And why now? Simple 
really. Before we activated this ultimate 
phase in our plan for world domination, 
we wanted to be sure that all elements of 
magazine quality would be in place and solid. We wanted to be sure we could 
offer both an excellent disk and the best mag on the market. The worst thing 



we could imagine would be to simply stick a disk on the front and allow the 
editorial quality to slide (as you may have noticed is the case with some disky 
mags). 

But now were confident that we simply can't get any more wholesome 
goodness into the issue itself , we're going to al low our rollicking games-gath- 
ering talents spill over onto a disk. 

■ 

And as well as the cosmic nature of the disk, whose quality we wouldn't 
wish you to underestimate, we'll be providing you with an even more 
fact'n'fun-f illed issue, containing, should you be in any doubt: 

* Another 43-page Screentest section, offering the most detailed 
games buying information anywhere. 

+ A new and improved News section, with 100% relevant games 

T 

stories from around the globe. 

* An even BIGGER Previews section, with MORE pictures, MORE 
games and MORE exclusives than EVER BEFORE! 

* Earlier In the Works features, full of secret development infor- 
mation on games at their rawest, 

So go and buy it, eh? 

ACE March - £2.70 with Tri-Format Disk 

On the Shelves February 8th 
But not for long. 
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Well, another month ticks relentlessly 

fresh' n'fun software hits the streets. Also 

^^^^ 

once again, you can rely on ACE's com- 
prehensive reviews directory to provide 
you with the most definitive guide to all 
the latest wares. And, just to make sure 
you get a good oggle as well, we kick off 
the section with a whole page filled with 
choice photos from a selection of what 
we're looking at this month. What more 
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could anyone ask? 



ou would not heti eve the 
amount of games we'vt got reviewed over the next thirty (count 

w 

■em) pages. Well, alright » you probably would, taut that still 
doesn't prevent us from finding it pretty amazing ourselves that 
we cart cram so much hard games information into a single 

Rather than simply giving a breakdown of plusses and minus 
es of each game, we try to actually put a fait of effort into the 
reviews, but then we would say that; wouldn't we? 

Still enough bullshit, let's get on with the Directory. Opposite 
are lists of New Releases nntt Still Available games found in the 
Directory. And Immediately below this glowing passage of finely 
crafted words is a breakdown of our intricate and revolutionary 
scoring system. We hope you enjoy your trip. 
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Excellent 
Very Good 
Above Average 
Poor 
Dismal 



New Releases: 

Amnios 
Barbarian II 
Birds of Prey 
Cisco Heat 

Conan The Cimmerian 
F-22 

Galaga '91 

Great Napoleonic Battles 

Hard Drivin' 

Hare Rasin" Havoc 

Knightmare 

Medieval Warriors 

Moonstone 

Never Ending Story 2 

Pitman 



Put 'n' Putter 
Realms 
Robocop 2 
Shuttle 

Sliders 

Sie ve McQueen 
Tip Off 

Turtles - The Coin-op 
Thu rider blurner 
Toe jam & Earl 
Traders 



Still Available: 

A j 20 Airbus 
Action Pack 
Another World 
Breach 2 
Aerostat 1 
Alien Breed 
Armourgeddon 
Alomino 
Baby Jo 
Battle J ale 
Bugs Bunny 2 
Burger Time D-gIuhc 
Captain Planet 
Casteilian 
Castlevaiiia IV 
Celtic Legends 

Centurion (Defender of Rome) 

Choplkfter 1 

Civili7.itinn 

Crime Time 

Cruise For A Corpse 

DeathbriiigeT 

Deuterous 

Devi] Crash 

Devious [VKigrtS 

Double Dragon lit 

EA Hockey 

Etf l&m&.: ,\. 

Epic 

F.ye of the Beholder 2 
F-I5 Strike Eagle 2 
face Off 
Fata) Rewind 
Fighter Command 
Final Blow 
Final Fight 
First Samurai 
Flicky 
Floor 13 

Football Director 2 
Formula 1 Grand Prix 
Fuzzba.il 

The Games - Winter Challenge 
G unship 2000 
Hard Nova 
f leirndall 
Hudson Hawk 



Hunter 

The Immortal 

fimniy White's Whirlwind Snooker 

Lotus Turbo ChaJlenge 2 

Last Ninja 3 

Leisure Suit Larry 5 

Mad TV 

Magic Garden 

Martian Memorandum 

Mt^dcjrtnss 

Mrg;i to Mania 

Mega twins 
Mercs 

MiGi^M SuperfukTuni 
Might & Magic ) 
Monster Business 
Nebulus 2 
Oiimin 

Outrun Europa 
Pegasus 
Pitfighter 
Populous 2 
Railroad Tycoon 
Rise ol the Pragon 
-Robin Hood 
Rubocod 
Robocop } 
Robozone 
RodJand 

Rugby - The World Cup 
Sarakon 

Secret Weapons of the Luftwaffe 

Seven Colours 

Silent Service II 

Solitaire Poker 

Smash TV 

Thunderhawk 

Strike Fleet 

Under Pressure 

Utopia 

Volrled 

Vroom 

Willy Beamish 

Wing Commander II 

WolfcMd 

World Class Rugby 
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AMNIOS 




Rice Amiga tMM 
Genre? Arcade Blast 
Publisher Psygnosls 
Hooray! Defender for the 90s! Well. 
1 1 1.1 1 '& llit* idrd.The shame is it does- 
n't quite work. 

Amnios is a plan- viewed multiway 
scrolling shoot-em-up. The player zips 
around the surfaces of ten lining plan- 
ets in his ship, zapping the had guys 
and rescuing the trapped humans. By 
shooting certains pods the player can 
upgrade his ship with better weapon- 
ry 

And that's it. It s that simple. Of 
course, with this sort of game you're 
not looking for depth - you're looking 
for action. And in this respect Amnios 
does pretty well. The scrolling is 
smooth, sound suitably Taucous, and 
the graphics have an attractive organ- 
ic/ mutated look to them. 

Trouble is r I didn't really feel much 
compulsion to work my way through 
The first world, let alone the tenth. 
Control over the ship isn't quite as 
'reflexive' as it should be, and this 
detracts from the fun badly. Not my 
cup of tea, but it may well be yours. 
Give it a took. 



BARBARIAN II 




Publisher Psygnosls 

Psygnosis games have historically 
always been visual treats held hack by 
some less than excellent games design- 
However, with Lemmings that all 
changed and the company justly earned 
themselves a reputation tor being abli b 
to turn out top-notch software of both 
high visual standard and demanding 
gameplay. 

And for a moment it looks as if 
Barbarian 11 may he another rittc in 
I. ho l emmings vein. Unfortunately t 
this is patently not the case, since once 
the player has gut Lhiuugh Lbt ubli^j,- 
tory loading sequence (a whole disk's 
worth} it becomes dear that Barbarian 
[I is neither a vista of beauty for the 
eyes, or a particularly great place to 
explore with a joystick. 

With left-right scrolling with paths 
leading into and out of the screen, 
objects to collect, weapons to horde 
and monsters to despatch, Barbarian 
really doesn't offer the player anything 
new r, and has been carried off to m uch 
better effect in both Cods and Towak 
the Warrior. Shame. 

BIRDS OF PREY 




Print 1 Arragn £25.93 

Genre Arcade Blast 



Price Amiga £29.99 
Genre S4rniaflcn 
Publisher BodataNc Arts 

Well, it's been sour vclits m the mak- 
ing but at last Hawk - oops, I mean 
Birds of Prey - has touched down. But 
has it beer j worth the wast? Well,., sort 
of. 

Let's make no bones about it, Birds 



or Prey is an excellent flight simulator 
and, as the name suggests, there's no 
shortage of dogfight ing action. On a 
technical level it's astounding, and 
probably its more impressive aspect is 
rhe number of planes you re given 
the opportunity to fly ■ no less than 40 
individual combat aircraft! 

Birds of Prey is much more the think' 
ing-man's simulation - very much in 
the Micro Prose mould - and not real- 
ly the more simplistic, combat-orient 
tated Interceptor-type affair that many 
of us were expecting. That said, it's not 
all just flying from waypoint to way- 
point and falling asleep iil-betweerl. 
"there's more than enough hard-nosed 
action to keep anybody happy, The jD 
update is surprisngly okay, consider- 
ing how much the program is having 
to juggle, but somehow it just doesn*t 
seem like the result of four years' pro* 
gramming, 

[ Hi i nurd y. what you've got with Birds 
of Prey is a game that's tried to do a 
bit of everything and comes off sur- 
prisingly well at the end of it. If any- 
thing it leans a little too far forwards 
the technical side of things (reading 
the manual is an achievement in itself), 
but nevertheless Birds of Prey comes 
wholeheartedly recommend to ail fligbt- 
sim fans. 

CISCO HEAT 




ing games, some of which have been 
nothing short of excellent, (LoJuj 2 r 
Grand Prix] Image Works' launch of 
this rather dreadful title could r i t have 
come at a worse time. 

Not only will the consumer have had 
his fill of driving in general, but he will 
also be fully aware that it s possible to 
luce auto-action games a thousand 
times better than this. 

The aim is to race a souped up police 
car through the hilly streels of San 
Fransisco, avoiding laxi<abs, trams 
and skyscrapers in an attempt to emerge 
as the top cop driver in the city. 

Quite aside from the 3D routines 
which make Turbo Outrun look pol- 
i>.hed and some astonishingly dull 
courses. Cisco Hear stalls at virtually 
every corner. 'The races themselves are 
painful and frustrating, the crowd 
graphics are basically a single graph- 
ic block duplicated to fill the space, the 
police car crashes into skyscrapers only 
a fraction larger than itself, and the 
corner turning routine, however brave 
the attempt, is a catastrophe. 

Mind you, the sound of the car's honl 
is quite good, 
ft 



CO NAN THE CIIY1ME 
RIAN 




Pnce Amiga £25.99 

Genre Arcade Blast 

Publisher Image Works 

In the light of a whole bunch of driv- 



Pnce BM PC £29.99 
Genre Role Playing Game 
Publisher Virgin Games 

The problem with Conan is that he 
doesn't really know whether he wants 
to be a serious game or a funny game. 
The opening sequence is a mixture of 
pratfall comedy and intended menace, 
accompanied by some of the most awful 
music Tve ever heard. {While some 
people may argue it's fashionably dis- 
sonant, I reckon it sounds like the 
twangings of a Fisher Price "My First 
Guitar" being played in the bath.) 

Anyway , the curious mixture of semi- 
plan view exploration and side-on lack- 
ing works reasonably well, with Conan 
looking ens; inch the superhero he's 
supposed to be. And there's plenty to 
explore. 

Even the adventuring side is pretty 
good, and Conan tan interact (albeii 
on a pretty basic level) with every char- 
acter he encounters. 

So if you feel that there is space on 
your shelf for yet another revenge- 
quest game, and can live with the atmo' 
sphere-crushing laughs* it may be worth 
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a look, 

F-22 INTERCEPTOR 

PriQ. -Me&Mtrive £39.99 
Genre Sirmiatwn 
Publisher Bectrarric Arts 




The first "real" flight simulation to 
arrive on Serb's i 6-bit baby is, as many 
might expect, a whole lot more Sim- 
plistic than comparable products on 
computer Hie drill is pretty much rou- 
tine ■ strap yourself iruo the tockpit of 
your prototype fighter and kick some 
butt over a series or increasingly dan- 
gerous missions. 

Ik*cause console controls are far more 
limited than those available on com- 
puter (no keyboard you see), F-22 does- 
n't offer all the technical bits and bobs 
featured in your average Microprose 

' product. What it does do, however, is 
play surprisingly like a "real simula- 
tion, given the limitations of the con- 
trols. When playing from one of the 
outside views, it may look like just 

* another version of Afterburner bui it 
really does play properly, with cannons 
and missile targettin^ all working real- 



istically. 

Considering it's a console game, 
F-22 Interceptor is a pretty remark- 
able achievement, and £A deserves to 
be congratulated for making the effort 
to produce something a bit more tax- 
ing {both for the player and the 
machine) than just another two-play- 
er shodt em-up. 1 1~ you're used to what 
computer-based flight simulations can 
do. it's unlikely you'll be impressed 
by what F-22 Interceptor has to ffer, 
If you're not, however, and you're a 
bit fed up with the standard Megadriw 
arcade drudge, you could well be onto 
a winner here. 

GALAGA 91 




Oane Gear £29.99 
Genre Arcade Blast 

Publisher Import 

Arrnggghh! You filthy, wretched, suck- 
ing little alien bastards! Anyone who 
played the original Catogs in the 
arcades, or better still the BBC version 
called Ztflugu from Aardvark will be 
thoroughly versed in the extreme tem- 
per tantrums the induced. 



However, in these incarnations, the 
game had that elusive spark of sheer 
addktiveness that meant no matter 
how many times that nigh-on invisi- 
ble alien bullet destroyed the player 1 s 
craft and sent him back to the start of 
the level, it never became annoying 
enough to prevent the player return- 
ing. 

Here, trie likelihood of a gamer using 
up all his Continues is extremely 
remote. It's the sort of game that leaves 
you feeling so mad and impotent that 
you have to rum off the power in order 
to wreak some revenge on the buy- 
eyed Rends, 

Nevertheless, a top-notch scrolling 
shoot-out this is. Not quite as good as 
the superb Hoiky Wars, but boasting 
an inf inite number of levels (with sim- 
ply an increasing number and feroc- 
ity of aliens) and some entertainingly 
learnable flight patterns, it s not bad. 

It's basically the nth derivation of the 
Invaders/Calaxians theme with jazz- 
ier aliens and graphics. 

The main problems lie in the fact 
that the player can only have two bul- 
lets flying on the screen at any one 
tit llc, dud Jic annoying habit the aliens 
have of circling at the bottom of the 
screen, killing the player who makes 



the mistake of Thinking that he's sat* 
isfactorily dodged an attack. 

GREAT NAPOLEONIC 
BATTLES 




Price Amiga £25,33 
Genre Strategy 
Publisher Impressions 

You've got to laugh. The shots on the 
back of die box tell all about a product 
like this. "Create new battlefield with 
over 150 terrain pieces' says the cap- 
tion under a picture of some grass and 
bushes. "F ranch infantry advance on 
Reves" says the one under the picture 
with some green squares with cross- 
es on. 

Bui if you're sniggering, you should- 
n't, because impressions certainly know 
how to put together a top-notch his- 
torical wargame, even if they can't draw 
graphics to save their lives. 

Great Napoleonic Battles offers the 
player the chance to become Napoleon 
himself 1 or the commander of uiic of 
the unfortunate territories to fall under 
his control. 
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Impressions games are war/strate- 
gy games in their truest sense operat- 
ing on a hex $1d, with all the hit-point 
rati rigs and defence abilities displayed 
in their ugly numeric forms, but they 
are sure to keep happy the gamer who 
simply wants a machine to do the 
adding up and look after all the imag- 
ination, sound and action in his own 
head. 

HARD DRIVIN' 



Woe Lynx £34,99 

Genre Racing Simulation 

Publisher Atari 

The l ynx catalogue of softw are keeps 
getting bigger and bigger, and - more 
importantly - the quality of the games 
keeps getting better and better. Hard 
Drivm". a conversion of the Atari coin- 
op, is a case in point. 

Potential buyers expecting or hop- 
ing for Potc Position j are going to be 
disappointed ■ this is a pretty success- 
ful attempt to simulate the controls 
and performance of a real' car, and as 
such it's slightly more difficult and 
much less forgiving to drive than yer 
usual arcade auto 

The action takes place on one of two 
courses, a Speed Track and a Stunt 
Track (complete with jumps and loop- 
theloop). Once these have been tarried 
the player can try racing against the 
Photon Phantom . 

The graphics and sound are nothing 
short of incredible, accurately repro- 
ducing the look and feel of its coin-op 
Big Daddy. Atong with ST, LAN. Rmner 
this is a real showcase for the power 
of the Lynx. 

It takes a little while to get used to 
Hard Drivm' on the Lynx - the joypad 
is a poor substitute for a wheel - mak 
ing the going tough at first, and some 
may find the difficulty combined with 
the lack of immediate pulse-racing 
thrills boring. However, once the play 
er has got the hang oT things they 
should find Hard Drivm' remarkably 
satisfying. Recommended. 

HARE RASING HAVOC 




Price PC £29,99 
Genre Arcade Blast 
Publisher DhfM(y/iTfe9ammes 



Phwoar! The idea of a game based 
around Who Framed Roger Rabbit 1 s 
stunning cartoon opening sequent i- 
does indeed sound like one tasty 
prospect - but sadly, Disney has realised 
little of its great potential in this rather 
dull little game. 

On paper at least, it sounds like the 
cartoon's outrageously-frenetic spirit 
has been captured. Roger's been 
entrusted with looking after the acci- 
dent-prone Baby Herman, and must 
ensure nothing happens to him while 
his dragon-like mother is out of the 
house. But Herman's disappeared to 
the local dairy to sample their milky 
wares, and Roger must track him down 
before any harm comes to him. 

Sounds like fun? Don't let appear- 
ances be deceptive. The only thing that 
Hare Raising Havoc manages to do is 
infuriate the player beyond measure 
with its unfriendly control, illogical 
puzzles and repetecive gameplay. 

On each of the screens thar Roger 
encounters, there's a problem to be 
solved, which involves manipulating 
the surrounding scenery and objects . 
Tn hp honest, it's not very taxing and 
the player more often finds himself 
fighting agsinst the unresponsive con- 
trol and slow, drudgy animation lhan 
actually getting to grips with the puz- 
zles. With the Disney Sound Source 
connected you get samples of the orig- 
inal movie characters' voices and SFX 
- but these quickly become every bit as 
annoying as the game itself. Only die- 
hard Roger Rabbit fans need apply. 

KNIGHTMARE 




PrTteAmfe £29.99 
Genre Role-Playing Gam* 
Publisher MJndscape 
Knightmare, based on the children's 
TV series of the same name, can best 
be described as Captive with new graph- 
ics. The similarities are hardly sur- 
prising - both were written by Tony 
Crowther, the man who has been 
responsible for more games than Mr 
Waddingtons. 

And. as anyone who has played 
Captive will realise, this is not such a 
bad thing. The action is depicted in 
bitmapped viewniown-the-corridor 3D, 
with the player able to move around 
the puzzle- and rnonster-strewn- 
labyrirtths with ease. It's not partiuclarry 
original or ground-breaking, but any- 
one who enjoys a good RFC - and 



Captivt, in particular will be more 
than happy with this. 

My only aerious quibble is whether 
kiddy fans of the TV show will find its 
slightly cerebral nature appealing, 

MOONSTONE 




Genre Arcade Adventure 
Publisher Mindscape 
What a conundrum this is. While expe- 
rience suggests that games billed as 
being at all "zany should be treated 
with approximately the same amount 
of caution as a drunken pit-bull with 
rabies. Moonstone isn't actually that 
bad, 

The aim of the game is to travel across 
a mystic land r searching for the Holy 
G rail-like Moonstone and trying to 
ensure that no other swine gets his 
mitts on it first. Up to four players can 
enter the quest., each selecting a 
coloured Knight to control. And why, 
prey tell are we controlling Knights 
instead of elves or goblins or some- 
thing? Because Moonstone is all about 
fighting, that's whyl 

At frequent intervals, the frankly 
tedious travelling sections are punc- 
tuatedwith action see neb. White walk- 
ing in a wood or dithering by a stone 
circle, the Knight will be accosted by a 
hostile creature. Here is where the nov- 
elty value of Moonstone lies. The com- 
bat is incredibly violent and gory. 
Although the gore can b* switrhed off 
by F.(|uainish gamers. 

All in all a mixed bag. It could have 
been a really great combat game, but 
there's too much wandering around 
to give it much instant appeal. W'nrth 
a look. 

NEVER-ENDING 
STORY 2 




Price Amiga £25.99 
Genre Arcade Adventure 

Publisher Line I 

I've nothing against licences being 
close to their film origins - in fact, I 
positively endorse it - but when this h 
taken to such lengths that the game 
turns out as poor as the movie did then 
1 have to draw the line. 



Witness The Never-Ending S tory 2. 
The fdm came and went at the cine- 
mas with hardly a murmur of public 
interest, and unfortunately it's likely 
that the game of the film will suffer 
the same fate. The fact that the game's 
release trails that of the film by a good 
year or so is the final nail in its coffin. 

It's a five-level arcade action romp. 
The first is a Shadow of the Ream style 
horizontal scroller, the second is a 3D 
chase, the third is a dull climb up the 
side of a lower, the fourth is a Nefrwiws- 
style platform affair, the fifth a Wralh 
of the Demtftt-style horse ride. As you 
can tell, it s positively sparking with 
originality. As usual! > happens whh 
these multi-event games the individ- 
ual sections are pretty weak in terms 
of gameplay (though moderately pleas* 
ant to look at). They're also quite dif 
ficult, and since death is frequent the 
lengthy gap between lives is particu- 
larly frustrating. Although well-pre- 
sented. Never- Ending Story 2 can only 
be recommended to die-hard fans of 
die film. That's right - all three of you. 

PACIWAN 




Price Same Gear £15.99 
Genre? Arcade Blast 
Publisher Hamco 

Well, what llitie lu about the 
original arcade classic that hasn't already 
been said? Not much, except that it's 
now available on the Sega handheld 
and isn't bad at all. 
There are no frills, enhancements or 
other features that would have been a 
mistake to add here. This is not Pacman 
91 or anything rubbish like that, but 
the good old original, as it was all those 
years ago. The conversion is pretty 
much spot-on (which, given that the 
game hardly pushes computer tech- 
nology to its limit is only to be expect- 
ed), right down to the original colours 
and sound effects. 

One change that has liad to be made 
is purely a practical one - to preserve 
the original size of the graphics, the 
Pac-maze is now a four-way scrolling 
a Hair, with only a section visible on 
screen at a time. It works well enough, 
but it can be a bit of a pain at times, 
as it makes it difficult for the player to 
see where the remaining dots are, and 
where ghosts might be coming in from. 
Pacman veterans may find this annoy- 
ing, but to us more casual players it's 
not too much of a bind. So don't be a 
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WHfTEfi ShTX>:JrH 
XJCKOFF2 
KKKGFF21Mb 
<lf>;C*H-LJHC**f 
KEK OFF EXTRA THE 
■jcj< c>ha.i-it4AL vjy-tn n j- 
KN30F CHOAQO 
KNGHTMARE 
LAST NWJ*.1 
LEAHDER 
LEMUINGS 
kFJwMWGSDATAD*8H 
LUEAWD DEATH 
U>6ARrj RAC RAUV 
LORDOFTHEFINGS 
LOTUS EfiPflfT 
LOTUB Tl^F^CHALLEMOES 
MADDOGmilAJiG 
MAOC PCCKETS 
MAOC STTJFW BOOK 
MAGNETIC SCROLLS COUP 1 
MAMCH^fTW LMfEJP EUROfT 
MAUF^BLAJSD 
MAvli. HlACON T*Wti 

MEamhachp£ 

MEQALO MAMA 
MELVi^RWELlEFI 1 
WthAO 
VERCOHVTvl 

ham ChaSE. 

PhUAVh I LHJ? 
HMW SLPF^FULCflUW 
M0^9 SUPER FTJLCRUW 
MONOPOLY' DELL&E 

MOOWWUCR 

M 1 1 M AV1-H iJAWGtRI 
MKROLEOKl 

NEW ZEALAND 9TORY 
MMJA RABBITS 
M^HAMJJtCXJIH 
OBDUS 
OnSlALApHT 
0PWT1CWW0LF 
DRK 

WTRUN 



■ SSI 19 


PEGASUS 


179 M* 


1 !El HA 


PGA TTJUPIOOLF 


17.99 MA 


■Vi M*i rwi . ,"l 


PLAYER UAMGER 


13 iD 1 H93 


HHEJ M'A 


llh RACWNC-F ' h*i 


MA 




POWER UP 


209 209 


H43 14.49 


POWLT**OHGEH 


319 KJ93 


I ^ 43 1449 


PFtDAT-nRP 


1749 174fl 


it 99 IS SB 


FW BOXING SWULATOR 


79 79 


I'JHH! 1E9 


PROTEHMSTOUR2 


179 1749 


■ ■ t vy 


PROFLGHT 


27* 27 m 


! y Js" Li£] 


R-fYPE 


799 7 99 




RAI .RTHD TYCOON <3T lfc*j 


23J99 2399 


!-..!■ :. !fl 


RAUV CROSS 


■199 49 


7 1Y1 


PBCBASWLL 


2C9 209 


■ vi? ." afci 


REACH FOR frt=&tE5 


^99 3099 


^ TciTi ■ 7 rkn 


REALTT41NGS' ■ SAEAH 


2C9 MA 


1 i r .±? r>A 


RED HEAT 


799 789 


17.-^T * . hS 


RETUFWOFTHE WTTOHjOFCS 


»0* 10.* 


1 1 .yy ' 1 yy 


RISE OF THE DRAGON 


Z39 MA 


1 (. ■ t < 




'7 96 MA 




FCfJCZONE 


t79 179 




ROCKET RANGER 


■im 999 




HCT4"X AfiTi 


1799 17J99 


lb 98 '0 39 


ROLLING HONNY 


i«9 1B9 


IDs IvA 


H..IC«Y 11 CLP 


Ifi99 1699 


■ SB ■ S 


S0O06V DOOSCRAP*>V DOQ 


79 79 




XCRL1 f j Of MC+tfL V AfvLi ■ M 1 7 -B HA 




5FCFCT5 OF fjLWFFI BUADE 1Mi 


2099 NjA 


h 1 1 K 4 T 


SHADOW OF THE BEAST 


799 799 


axao (W 


SHADOW OF THl 3CAST 2 


179 17* 


U 1X1 


SHf£H 


79 796 




StENT SERVICES 


219 M'A 


K ■ - ■ |F ._M_ 






jfirti rem 


SMC^FWJLDUS 


20.99 2Q99 




LMN9 


9.99 ^99 




SPEED&ALL 


9S9 996 


7 rfc~l hi A 


SFEEDBALL2 


17.99 179 


■ 99 ■ JS 


9WOFEXCALEUH 


20-49 2Q9 


fl9 Q99 


3FUf 


11* 1349 


999 999 


STAmJSHT£ 


If' 9 MA 




3TARGuC€R j 


999 999 


1799 17 96 


STAFTfEOO 


1&9& 1«9 


3099 MA 


STRIKER MANAGER 


1E9 1639 


li r 9 17^9 


SlRf PC 3W-H ? iPA'A ne*C 1 i 


799 799 


i-J*H J 49 


SWFOlIHDELLPflE 


993 939 


■ 

1 i r ^E " 9d 


SUFAPLEX 


179 179 


7i9 7 96 


SUPER CARS 


79 7.99 


Pj* <uv LULL 

3.1* M^ 


SUPER HANG ON 


V93 79 


1749 17 49 


ajPSRHFRpFSOOMP 


2999 2099 


179r> 1709 


SUPER SPACE WADERS 


'099 1*9 


, ji* -Vi 

3MB ?Jfl9 


MP 


179 \fi 


179 l r 39 




17 49 17* 


£u 99 29 39 


TTB4AL^TLRTLES 


999 99 


209 33 39 


TERMiMl^Oflil 


I799 1799 


^793 1799 


TEST DRIVE 2CONPLAT10N 


2039 MA 


2D* 30L*i 


"DC GOLD RUSH COLLECT K ft 


179 179 


SE 9 3CX9 


THE tLAfl^GPW COLLECTION 


1699 1496 


79 79 


THE SHOE PEOPLE 


1799 i7fiQ 


2996 1799 


THER FINEST HOUR 


33 ife 2C 90 


209 2h93 


| THEfl FINEST Ufi&0N6 


109 ^099 


799 799 


TH«STOOGES 


9.99 99 


29* 29* 


THUMCfiRHWiH 


29 99 


7 91 7-9 


THJNDEFLLAWB 


■-, V, i8 99 


E39S 5399 


TUTW ON THE MOON 


7.99 7 99 


27 49 27* 


TDK] 


1&9 IC9 


27.49 £B9 


TflEASUHE ISLAND DiZZY 


49 4m 


IS 49 HA 


l.JHHGtXrTHUM 


7J99 7 99 


2099 MA 


TUTTLf^AflCADE 


3J.9H !.'99 


7.9 -HO 


TV SPORTS FOOTBALL 


99 99 


^1799 M'A 


ULTWA6 


K 39 209 


219 2119 


UM& 2 NAT K>ttVWR 1M> 


^96 2099 


1799 MA 


UTOFW 


209 2099 


7.99 799 


VIRTUAL REALflV 


Z33B 20.9 


M* 7.U 


WATEALOO 


9 96 999 


759 7 .99 


WNK Ik* 


209 MA 


23L99 I7J9 


WNNNG TACTICS 


7* 79 


999 f H 


W3J=PAOK1l» 


2096 17J99 


7.99 7.89 


•world class LL>DEpac*fiD 


79 7J9 


179 MA 




9» 999 


■> s 




17.99 1739 



HI PC A^OOf.KflTBLE 35' 53' 

■KCOV5TRUTJTK3NWT DUAL 3999 

40 SPORTS 6QWNG DUAL 3093 

40 SPORTS DRfttJG DUAL 9099 

m ATTACK DUAL 20.99 

r AI9TANJ<WJ^l3*iANCELTj DUAL 2H9 

A^llON STATIONS OUAL 2*9 

aracnopcaa dual 179 

ATF? 99 9 39 

ATP 2G9 21 

AuSTERuTZ n 99 999 

iSAAL 999 9.4B 

BGBOX 2496 2J.99 
WiEUATTM^SCAROiMLENO 2<* 24* 

BLOOOWVOH 20 93 2A9 

BLUES BROTHERS 1791 1799 

EJCEirJAI HOWE CLUB 17 99 17.99 

BREACH 2 |ENHANCED!> 20* 20* 

CADAVER 24* 24* 

CHAhMf JN^ tTF KHYNh M 96 20.99 

CASTLES 2399 239 
CHARGE OF 1HEULOTBF*CJU}£ 20* 29* 

C>€SSC>4AMPlON2'^ 3D 49 2C43 

CHESSMASTER219D !3*.A r ?99 

CHES5W5TER3000 2*.* 24* 

CHLCK VEAGER COhtfiAT Z19 ZlSfl 

C+SCOhEAT 17fl 17Jt 

COlCKv. c- h-h i »: ;i ■? 1399 13.99 

ixtpesuscHESS^ i7.w naa 

CQM^iCT MfflXE EAST 24.ffl 2i9 

CORPORATTON 23.9 229 

DEATHS KN-GHTS Of KHYT* ?39a 

DeflENDFJi df thf cfrwN not tin 

DELUK SCRAMBLE DUAL 1699 

DUNGEON MASTER 2E9 2G9 

ELITE FUL6 8699 

HV1HA 27.99 27 99 

E?CTlCC¥tf SHLWtOQU DUAL 1199 

MOFT^BF><lLJ>H 2099 2099 

FiS STOKE EAGLE 2 24* 24* 

Fll7AM£HTHAWK J+m ?&99 

FALCON VIA 339 339 

RJGHTSM4ACOON DUAL SUi 

FUCHT SHJLTDR4 35fi6 35.99 

iw.A-V4&iCQ£n-, i09 live 

JAPANESE S^CFNERV 1^99 1269 

SEC£NERY7,ail ,12 \2m 1?9 

FVJ 9QHODL 3 iTJNDER ?i i296 129 

FUN SCHOOLS |& 7> IG9 1E9 

ftJN dCHOCL 3 rDVER 7) 1699 1499 

F\fJSCHCIOL4a«DER5j i696 l»9 

FUN SCHOOL 4- p TO 7) 1«9 149 

RjySCJ-OOl 4 (5 T0 11 1 i«99 1499 

ouNartrjuiju aw 

H=AFirOFf>iWi>4jVW3A^ 2799 2799 

1 4 T Cl PPCkERS GU L't CijA. ^ 99 

IAN B0THA DUAL 20* 

IMMORTAL 2ft* MlA 

INDY jCNES LAST CHLfiACt 79 799 
■raJJOEM-STIVUELT^aAjyES 2ft* 20* 

IRONUORO 9-99 996 

jAc^wooj^uNuynTs^c^ 279 

COURSES VOL 1234 &09 fl« 

L^XJUStSVrXft 1Q49 10* 

JETFIQHTER2 DUAL 27* 

KICK OFF 2 17* 17* 

kiuyhOfks crea-wttyktt " DUAL 2? * 

flUJNOOLOUO 24* 2a.* 

HJNGCf CHtAfiO HiH 99 

WGS0UE5T4 DUAL 279 

KINGS QUEST 5{EOAt DUAL 27.99 

KINGS CUE ST S^CJi iVGAj »1* 31.4B 

l_eATHER0OaO65S DUAL 969 

IFJUUNG5 DUAL 23.99 

LEMMNGS DATA DISK 'ilHfl 1099 

LETS SPELL AT HOME 1999 1499 

LETS SPELL AT TH= SHOPS 1599 1499 

LETS SPEUOUTANO ABOUT 1099 1439 

LINKS ZH9 39 

RAYHUDtSK 1£* 13* 



BCAJNTFULDOK 122* 

FTCSTONEDtSK 1249 

PtCHijRST am 1949 

LONE WOLF DUAL 

MADDOOWILaAMS 219 

MAQHETC SCROLLS COUP O.JAJ 
MARTIAN DREAMS iHUyiL nj 49 

MAVIS BEACON 2 fWN 3 0| DUAL 

MAVIS BEACON 2 DUAL 

MEGA FORTRESS |LD| 24 49 

MBQAFORTRESSHD 24* 

MFOATR4QJJEH 2 24* 
MENACE 99 

MFJCHANTGOLCNY mi 

MnCOEMSL£HiGCSE>i O.IAI 

Mm^FTS^fKSEJ DUAL 

MJG23MSUPERFIJXRLU DUAL 

M^pfntA&LtTWATEFBALL 3309 

MONKEVFJLAND 2099 
NORTHANDSCUTH ,'9 

OBfTUS ZJ9 
LXHHJh 79 

PE^f^^□UBEJOSAW DUAL 

PL^THOUaEJGSAMlBf Il.JM, 

FEFBCTHLFFq DUAL 

P&*TOUROOLF K'^ 

FCi^CFI>F*NE3S(HLT| 29S9 

FOU=nU(>CIFR JO* 

HEAOH FORTHE SMES 1-4^ 

RCERSOFROHAM AO 

RCFJtsHXO OUAL 

ITOCTRAWGffi 

ROlunG ROnV/' :-yu 

Ll££M«nCN£W4H 779 
SOROOOEACHFIETMASCARDL i5* 

SirCFITTSOFTHE SLVER BLADE 2059 
SECfCTlVEAPONSOF LU™aFFE27S9 

SHKH DUAL 

BLENT SEPMCE2 24* 

SWC^WUOUB 239 

SW EARTH DUN. 

SPACE QUEST I^VQAJ 2099 

SFACEQUEST2 DUAL 

!*^LJJbyi^ DUAL 

SFAC^OJF^+^OAMVQAHDj. 27B9 

5PACEWREOKED DUAL 

SPEECHACCESSPAOK^Ca 12* 

SFErfCHACCESSPAOKaiS 12* 

5PEEDBAJ. 99 

SPEEDBALL2 24* 

5PEEOBALL2EGAA43A 24* 

9POLOSTKJ201 TxlA. 

3TOT DLK 

STAROLEEFI2 * 99 

SUPER CAR R*K DUAL 

SLI^SRWNVADERS DUAL 

TEWSUZLN DUAL 

TTRVHATOH? DUAL 

THE GMJESj rtWTFFI =nmow DUAL 

1H=H H J-5TH0LR Y B 

TH=flFl*5TMBFJON5 10B9 

TWTWDNTHEMOOh 7ffl 

TLFfTLE^ARCADE ?CO 

TV SPCH1S HAiiHA I r-r. 

WSPCHTSBCKKi AO 

TV SPORTS RCiLERBABES 34 * 
UTMI7 ■ 
VKIUAlREAUTY 
WfffERLQO 

WEBTEURO SCENERY i£* 

WtS _ bHM-Ht]N1 2399 

Y/thtH'i'tAVf? JJFFQH FACKHJ 109 

WV£CCIM9PE^>IFnpK:LD 1099 
4MNGCCAM4ANDER24-0I 
Wt4GCC*IVlAND£P2|LDl ' 
YV»«3Ca*lANDEft2hti 
WANGLXMMANfteflaLD 
WORLD L^ASKLEACbHBElARD 

XFNCJJ? 



2399 



24fi0 

3699 
799 

rajAL 
999 



12* 
1» 
12* 
1SL99 
Z?.iB 
24 -45 
?5 49 
2*49 
J4.49 
2449 
24* 
24* 
99 

1449 
ft* 
30* 
279 
2X99 
<■ if • 

759 
^9 

7.99 
2399 
E396 
2699 
2ft* 
2093 
20* 
:^-t i 
2446 
,i +■ 

:v.4fi 
?79B 
1&.49 

2039 
279 
79 
24* 
209 
279 
249 
24* 
WW 
£799 

20:* 

12* 
12* 

99 
24* 
24* 
5699 
TOJff 

99 
?w 
23.* 
2ft* 
20* 
2399 
20.99 
1099 

79 
20* 
2046 
H* 
94* 
a pa 

99 

1?49 
S99 
1099 
1Q99 
miB 

2499 
769 

3049 
999 



ORDER DETAILS: 

All prlcta at* IncLuadve- od' VAT and pftp- Emus unri. <jmii;ikfcrw wiwptcd, Por orders under £5,00 pkase add &t]p. Nut <dl illkti urr rclKiiMnJ ;si nmc n( enkn^ to pr«w, Forward orders 
will be despatched wlLlUu 24 huufs by iimi t laj+x [xjm1 *uh|w< in availability Plraw allow up to 2fl days for completion of order. 
PAYMENT DErTAJXar 

Credit card orders: Please atal* th* type of card, acMmcir mtmber, fxiiLry t\M*- artf hill name cm the card, Payment will only be taken when jjooda art de*piteh«a. Mhimi ma|or 
credu/cbarge cards accepted. Please make cheques and postal orders payable to 'Sysi^cn j^itiu-t ' and write your narne, addnoui and dMflM guarantee card details on the reverse of 
ei£h cheque. We reserve the right to slkw cheques Lo clear before orders are de^Mtebedi 

Thr a.brwr. l» only a sample of the software available through System Addict. U Lht UtU: yim ir^ulrr nol listed then please ring for details. 
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silly boy - get this classic up and run- 
ning on your GameCear today! 

PUT 'N' PUTTER 



enough of these sorts of games by now, 
and if I had the choice between 
Populous 2 and Realms, 1 know which 
one I'd £0 for. 

The pity is lhat Realms is ac! 
quite a good game. The player is a war- 
lord in a pseudo-fantasy world, vying 
for power with a number of other equal- 
ly power-mad warriors. The player tax 
his people, raise armies, lay sic«e Lo 
i-hU-s. I Vic usual son of t} ling. L ma^ne 
There's nothing like a good crazy golf Powmmget with more depth but less 
game for a bit of handheld entertain impressive graphics and you get 




Price Same Gear £29,99 
Genre Puzzle 
Fu^s/w Import 



ment. And, as they say, this is noth 
ing like a good crazy golf game. 

Well, okay, so that's not strictly the 
case, but Put n' Putter is seriously 
flawed . 

The major, indeed the only, real prob- 
lem with the game is that it is simply people Realms comes across as 
far too easy. And by easy L mean the bound in every sense. 



rough idea. It plays well, control over 
the various components of your empire 
is well thought out, and the mix of strat- 
egy and action is balanced nicely. 
Trouble is, when you've been a God 
raining fire and brimstone on your 



player (unless he l s an utter im 
won't even get a whiff of a Continue 
(Y/N) screen until he has completed 
about twenty holes and has graduat- 
ed onto the Expert level While it's nice 
to get a little way into a game before 
grinding to a halt, this is ridiculous! 

Aside from this. Put n' Putter does 
all the things a crazy golf game should, 
falling down in only a couple of miuoi 
places. The cursor moves rather slug 



ROBOC OP 2 



Price Game toy £39.99 
Genre Arcade Blast 
Publisher Import 

Hmm. A bit of an oddity this one. 



gishly, and the courses could hardly While the graphics are bigger and 
be described as innovative. Worth a chunkier than before and the storyline 



look if you're a really crap golfer. 



REALMS 




Price Amfea/ Atari ST £29.99 
Genre Arcade Strategy 
Publisher VUg}n Games 
Good grief! Just what, as Amiga Power 
so aptly put it, has Peter Populous' 
Molyneux started. Yes, it's him and 
his merry band of programmers at 
Bullfrog who we have we have to blame 
for the proliferation of isometric-jD 
view strategy games. 

It's timing that's the biggestproblem 
with Realms, the latest offering from 
Craftgold, previously best known for 
arcade games like Paradroki 90 and 
Rainbow islands. If it had appeared 
about four months ago, it might be 
recieved more favourably. But in the 
last few months we've had Mega4o- 
Mania-r Utopia and the sequel to the 
game that strated it all Poputeus 2 
(which rightly blew the competition 
away]. One can't help feeling the soft- 
ware-buying public have probably had 



follows the second movie as opposed 
to the first r you can't help but feel that 
you really have seen this all before. 

The main problem lies with the best 
that Robocop 2 won't scroll backwards. 
This makes the supposed exploration 
of die various factories and warehouses 
in the game a bit farcical, since Robo 
can only explore the location which he 
comes to next. 

Learning the pattern of hostages to 
be rescued, nuke to be destroyed and 
criminals to book will help, but it hard- 
ly solves the problem. 

Still, it looks great and the sound 
effect and music are excellent. And 
lets face it, if you're going to get your- 
self a shoot-em'-up as a New Year treat . 
Ifi best to stick with the name you 
know. 



SHUTTLE 



you've probably guessed, it's a simu- 
lation of the Space Shuttle. And the 
waid 'rigpurous* just doesn't even begin 
to do justice to the level of accuracy 
that developers Vektor Grafix have 
achieved. The cockpit is bewildering - 
all the player can see is bank upon 
bank of knobs, dials and levers, most 
of which work and have some efTect 
The player not only has to fly the 
damn thing, he has to open up the bay 
doors and control the robot arms to 
deploy satellites and so forth. And this 
technical accuracy is backed up by some 
of the best 3D graphics ever seen. 
There's even a realistically and accu- 
rately mapped planet Earth that rotates 
and the star constellations are ail plot- 
ted correctly as well- 
As stunning an achivernent as Shuttle 
is, the biggest problem with it is its 
limited appeal. Personally I think it's 
brilliant and completely absorbing, but 
I can understand that there might be 
some people who find the idea of twid- 
dling all those dials more than a little 
off-putting. If that's because of the 
sheer daunting complexity of the whole 
thing then that shouldn't be a prob- 
lem, because there's a whole rangy Of 
player aids that make die game acces- 
sible to everybody, no matter what their 
sim proficient .Hut there's no getting 
away from the fact that if your patience 
with sims ends at Thuruterhawk, then 
you're likely to find little to interest 
you here. 



SLIDERS 



on contact. Terrific, 

Far from beiny the sort of game to 
while away many a train journey, Slider 
is a pain in the arse of the first order, 
and deserves a place in absolutely no- 
one' s software collection.. 

STEVE MCQUEEN - 
WESTPHASER 






Price CM PC £49,99 
Genre Simulation 
FuWi&her Virgin Games 

Not for die faint hearted, this une. As 



BiceGamt Gear £29.90 
Genre Arcade Blast 
Publisher Import 

Jesus, Mary and |oseph! What are 
Loriciel trying to force upon us now! 
In the wake of the global mania for 
puzzle games, it seems that any old 
rubbish will do these days. Here we 
have Slider, a fat yellow tiling who must 
trundle around a selection of mazes 
doing im utmost not to bump into die 
bad guys. Once Slider has travelled 
over, and therefore coloured in, each 
square in the maze, he moves onto the 
next. 

Later mazes are made more haz- 
ardous by sliding platforms which will 
propel Slider into deadly situations, 

A time limit prevents the player from 
being abl* to dawdle, or maybe con- 
sider his next move, and there are lots 
of squares which simply kill off Slider 



Amiga £29-99 

Genre Arcade Blast 
Publisher LofWete 

You what?! Talk about a cynical licence! 
Not only is the poor chap dead and 
unable to defend himself against this 
sort of thing, but this game actually 
bears no relevance to the great man at 
all! Okay, so he was in a few cowboy 
films, and this is a cowboy game, but 
there the similarity ends. Don! expect 
to see any of Steve in the game ■ his 
involvement begins and ends with a 
tacky black and white picture on the 
box, 

H gets weirder still. Dccauuv U hu 
the word Westptiaser in the title, you'd 
assume it s compatible with the 
Westphaser light gun. But oh, no. It s 
conventional mouse, keyboard or joy- 
stick control only. Just what on Earth 
is going on here? 

Alright, se it 1 * aP V »"T q ° far 
but what of the game itself? Well, unfor- 
tunately things don't get much better 
here either, as what's on offer is a bog* 
standard Operation Wolf-style shootout 
set in a variety of typically Wild West 
scenarios. That might sound like at 
least a bit of a laugh, but the action is 
so stunted and dull that it's diff icult 
to get even vaguely excited. To be fair, 
the graphics are quite nice in a funny 
French sort of way and there are some 
jolly touches (you can shoot the dress- 
es off the women, for example), but 
it's hardly enough to justify financial 
outlay. Is that Steve himself I hear spin- 
ning in his grave? 
tit? 



SUPAPLEX 





Price Amfea/ST/PC £25,99 
Genre Puzzle Gane 
Publisher Wgtai Inteffsrttoi* 

"You're Murphy, bug-hu titer extraor- 
dinaire, exploring deep inside a crazy 
computer. Snik Snaks must be avoid- 



96 as 
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OFTWARE CITY 

Unit 4, B.D.C, 21 Temple Street, Wolverhampton. WV2 4AN. 

Tel: 0902 253114. Fax : U9U2 712751 



CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 
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SIXTKKN BIT COMPILATIONS 



^ Ci^Tfi'uCTltfN KiT , $7 Ml 

A Z> SPORTS BQWd NLA.... 

A k" ij ' MM 

ADVAhlCED FHUrTIMCHWE .. AM . 

*Lltr,eHEED MA,... 

Al IFN fiTflRM (MEW| l7 5£l 

ALTERED BEAST 7 99 

AMNIO 9t .1, N A 

AflMALYTE 1TM .. 

AUSTEfiJ.IT! . fH 

8AW XX AO HOME ■iNEWf .17 Sfl . 

HA1WN THE MOVE 7 « 

ft*TTl£CHES4 ■ L....1740 

flATT|ECHE35 2 J1A.... 

BATLE ISLE (NCWl l - A 



ftATlf OF flRfTAW *;THElH 

FINEST HCKJRI El » .. , 

BAT! F DF BRITAIN UIBSIDN DIEC 10 -W ....... 

BEACH VOLLEV . 

BfAST EHJ3TER5. 1730 

BLOOD HONEV 7» 

BLOODWVOi tM 

BOgTOM BOMB CLUB (WW] 1 7J5D 

BREACH 2 ErtHAHCED 21 J» 

UUHHU - m JM - 

&JP0f**i ,„„., - HA 

BULDEfUND _ 1 3.19 

caul - -.: i *• 

CAUFOW*A GAMES f » ... 

C^fiTAlN PLANET,,,. - .1749 

OAflHER COUUAND E.tit 

CENTWFOLD&aLlVl€S.... B.«t 

CHASE h Q CHfWPBtCI) - ->■** 

e+*E(WPJ ■ ....MA _ 

CHE 5£ CHAMPION 217B. _ 21 50 

ChiiCk ■' ■:"♦< _1T_5C 

CHUCK1E EGG 1 OR 2 _ ».« 

CWDO NFAT [WW) I7.» 

COKJ*^ HIJMI. 21 M . 

l:OvQ35aj3 GHE3S ifl i.M 

COWJCT EUROPE _ _ B.W 

CCKlUtROR. - 7 W 

CLTOPDFUTiOj r MISSION DISC 17.50 

CHIOS T |' MLAOMLV) N.A 

CfllCKfT CAFTJUN 17.50 

C fill I EE F OR A COR PB .. 17.M 

GtlE RM U .~~.l„~ ™„.,^- -Tit™ 

OAILV DOUBLE HORSE RACING 9 99 

DALE V THOMPSONS 0L>V<MC C**L«. ■' W 
DEFENDER OF THE CRQWN ».M 

OEOAB ELITE- 17.M_ 

DELUXE 5CHABJH - 

r#l IJXE PAINT _....41.BS 

DELUXE PAINT A M.A.. 

CCLU8E STlfliP POKE R 2 i ' MECu <NE* J4. A 

KUTERG&fPKWl.- „ -....21.M 

30UBLL L- -a:j..#, P*Kf > * W 

PQU1LE m^QQN 3 (HEMr) 17 H. .. 

DRAGON P*NJ* 7W 

E MO'ON (SPECIAL &f FER? MA 

ELITE lFM 

.>>■■ i ••• Nl 'A' V t 

FMl VN ML.OHES «T SOCCE R(SFEC OFFER) I- 99 
EUROPEAN ELPEH LEAGLit-JSPtC Of Pffll i W 

DU ™ - - ..17».,._. 

EVE Of THE BEHOLDER JNA 

FllSTfilKf EA0LE? « .» ..-.JM»..._. 

Fl* COMBAT PUDT _ 17 JO 

Flfl STEALTH 31 » 

F?ll RFTALIATDH 17 JO 

FACE OFF MCE HOCKEY M*riAUEU£Nn 1 " V- 

PAfT P0O0 , ™ — *J» 

FINAL B^OWBOSOhQ _ _ tJJD 

FINAL FldMT I ISO 

FINAL W*9TLE BJ» - 

FIRST SAUUflAI CWW] ....N A 

PUGHT CThE iNTRijpEfi = 9*AW 

FLI WaOS O..E£ T ISFECIAL OfTtRJ ...fl.W 

FOOTBALL QifiECT %1 U| ii NFW vFRSv ? SQ 

FOQTBALLEH DF T>£ yEAft „. 7.» 

FOJM WMLLM >IIVI |Hf-W. i-l ^. 

FRUIT MACHINE „ H.« 

FUN SCHOOL 3 (U _ _ _lT.» 

Pun SoOOl J 3-7 VE ARU t - — iT» 

FLfh ECHOOL 3 7+ 17.B . 

Fl,A fyr.*4TlC:\ +..jfiiCNEW| N *. 

FUN SCHOOL 4 0f7] fMW]L _ _..hA 

FAJN SO*XK 4 1 |HCW> NA 

F'J^J^E BAEXETBALl. BPEC OPWEHJ N A 

fvzzwtJLttmm - HA 

GAMES SUMMER ED^CM... 7 99 

GAUNTLET 3 [NWTJ 17 50 

fsFlSwA _ 17.50 

GOD£ ... 1 ,„ 1 ,1T,» • 

GOLDfftN AXE 17 » 

"CADC^ERrfFlft 7» 

hFIUDAL. lHEW) _. _ NLA 

^ERC LXltS-" r . 17-5Q 

hERC DUES' DATA DISC . .10 96 

HQUf ALCHf (NtW> ^ ......Ji* 

^-JRRE RACING lOUhlP JV; jSPECOFFTN A .. . 

htj^teh „ _ 4150 

**M0ATAL - A" .. 

MPDSSAUOLE _ .7 W 

«a. jO^SLA^t«uSA0E<ACnC*ii 
IJACH NIGrtLA.JS UNLMITED 

COURSES l l MEd] _ _ _ HA ... . 

MMt WHITE S 'A"HlR. IVUMR FiisOORFR 21 SD 

KEMWY DALGJ3H MANAGER _ 7»... . 

KjCKCP 2lMClALOfFPI0 • -*S» 

KICK OFF 2 |1 VEQ) _ _ JNA 

KICKOM ? IIILMNAI WMIHTI.F a <>j 

KICK OFF 2 RETURN TO EUROPE 7 » 

KICK Oh- Z iAiINNI»+3 TACTIC5 Ann ^ 7« 

Kl AS .7JB 

KMOHTMARE (HEW) - - JNA 

G- fc S *hE 3KV (HIW) -,,.JNA 

LA9TNMJA 1 _ _ _ _ _.. MA 

LAJ-LH liiJjAD iSPf CiAt rtFFI Hi h t» 

LEANDER INEWJ _ „ _ ....NA 

LlAfMER OCCCiE 9SE3 OF PHOBOS ...§.«• 

LEMMNGS _ _ _.U5& 

l I MMNCiS DATA DiSC (NEW) . .NA.. _ 

I FMMhGSiOH « MORE..LEVMS » DATA N. A.. 

LIFE AND DEALT H -IfJIn... 

LITTLE PUFF _..5.fli 

LOMBARD RA.C HALL* 
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LORD OF THE fltf#GS 

LOTUS OP CwAL'>Sj3*ECiAJL OFFER) 

LOTUS ES a RIT TURBO CHALLENGE 
LOTUS TuWO CmallFwOF 3 I* 

M1 TANK PLATOON..- _.. 

MAGCPOCHJETS _.. 

MAN IJNT 

MAJM UNT EUROPE 

MEOA-lO-UANLA. 

MEGA TRAVELLER I _. 

MtROPHOSE G/ULf |NlWr 
MIDWINTFR2 

MK3 29 SUPER FULCAUM 27 99 

WW^yiWL (NEWI NA 

MOOKWALKER _ ._ .7.99 .... 

MULT1 F\A*ER SOCCEfi MHiNA: ;K u. ■ ; v. 

NAPOLEON 1 21.M.... 

NAPCKJEONIU BAf * A ]Hf*Y 3 1 56 

NE&ULU5 2 _. _ NA 

NEIGHBOURS <NEW> ..^.. u ,«i.... u 1T SO 

NEW7FAlAlSC"STfJflY- 7.«.... 

NIGHTBREED (THE ACTION GAME!- NA 

NOOTm AND south tw 

i "M=il . ■■■■ (NEW PHICE i 1 

Oft RAT KIN WOLF _ _. 

OUTRUN _ „ ^ 

OUTRI.HJ fl IROFA 
P.G.A TOUR GOLF . 

PEOASUli - - ..NA.. 

PIT FIGHTER (NEWt _ 17 60 

PlAvCR UaNAQU ■• » 

POPULOUS ._. 9 99 

POPULOUtB H ClTV..._ 31 .90 

POPULOUS Pr*TlMl=:F ?.. I AMD? 5 » 

fOWFRDRIFT .7.99 

HQWEHMONGfcH 4l 50 

FRINGE OF PERSIA 17 50 

PHD BOXING -SIM 7« 

PRO FUGHT 3M £7 99 

Pfi0 7€NNl&TOL*2 ™„„^,.,.,i7 5Q 

■fJI IFST FOP Cv.OPN 4 .JLA ... 

OUESTIDN OF SPOflT 1 00 

H*.l.a - 4150 

Fi TVPF: T H 

Pl-TV«4 17 50 

RAIL Rf>AD TvC^OOU 1 MEG: 24 99 

REALMS iHEWy El 50 

REOHEAT ., 7J9 . 

ROBIN HOOD i'ADVENTUflE| _...l7Jfl . 

HOBK SM ■ INI EfiNAT CfllCuFT 1 7 SO 

ft:": ROC 00 I NEW} JNA... 

ROCKET HANGEH 9 99 

flOOLANC* 1750 

ROHKE'S DRIFT 17 JO . 

RUGBY COACH (Nl*l 1 7 50 
RI.10RV W^ORi^CL.lP „ .MA- 
RULES OP ENGAGEMENT _ NA 

HUN THE GAUNTLET ?« 

&COOBV DOO AND 5CRAFFT DOO 7 99 
KFHHF T (IF MflNKF ¥ ifi. ANft |1 MFftj- I 7 50 



SrtAnC/W-riF THF BEAST 7JB... 

SHAD GFBEAS~>;PSYCiNClH|tWW> lT.90-. 

shadow so^eROR -a« 

SHfrOE iNErt PRtCEl .0.99... 
SHOO T, EMCONS.-*?UeTiOyKlT fi fc> 

SHlJFFLEPACK CAH rm... 

SILENT SERVICE ; «W) »7 50 

SlLKlAVTlRU IHEWPPKE! ».»... 

iMCn^."FK3PULOUft„ 4lJ*0J... 

Sii*SONS iNCrin 

SMASH TV flMEW| _..NA .... 

SOCCER MATCH 7 9* 

SP€EMALL AM ... 

SPEED3A.L 2 {SPECIAL C*"FEHJ N *■ 

yp-HlT OF CXCALIBLiR *l-5fl.... 

STACK UP..,,, r-,.,.— -7.96 ... 

STARGUDEA 2 |NEW P*"C1 1 9 H 

STFVE DA VIS SNOOKER 9.9* ... 

STRIKE FLEET _ 17.90 

STRlKFR MANAGER _ 17.50 _ 

STUNT CAR RACE H fMfW>. f Oil 

SuPfHCARS „„,«..„.- .7.99.. 

5UPER CAPS 2 _ 17.B0 .. 

SUFER MON*C0 0R>ND P*X , 1T 50 

RllPER DFF flOAD RACER 17 50 . 

SUPEH SPACE ilHVAWHfi, .17 50 . 

Su&PlClOLlS CARGO [KWO — 17.59 

SWITCHBLADE 7M 

■WffrCHBLAOE 2 17 99 

TEENAGE . TURTLES |SPEClALOFFER|6S0 

TEhMS CUJP _ _ 7 99 . 

TERMINATOR 2 .,17 50 

TETRrg ..„. 1199 . 

THE H FINEST HOUR .. . £i 50 

THE f FINEST MlSStONS 

iHlJHbEHBuADE 

THl iNnFRHAWK _ 

TIP OFF | NEW) 

TITANIC BLlNKV 

TDKI 

TCOfilN 

THEASURE ISLAND Ul^-V 

TfilV^L PURSUIT, .,.„. , 

TUHBO OUTRUN _ 

TUHF FOPAt^STbMJ{H0f!S€ t POCXSlOSO 

TljRRlCAN ..„„..„„ ._ 7JB .... 

TURRICAN 2 

TV SPORfS FOOTBALL - 

TYPHOON OF STEEL (1 MEGj 

{BPECMiL OfFERi NA 

UNDE ft PRFSSi.lHE ^NEW| »T.»... 

UTOPIA ^jjTT St.. 

VOLIFIED I HEW) _ _ _...N A 

WAR ZONE _„..-tM„, 

WH& WHEELS - -17.50... 

WimGSOFPURV _.7» 

WINN NG TACTICS 7 09 

Wf:i F F*f!K _I7.50... 

WONDERLAND... „ 

WORLD CLASS LEADER BO AflO 7.99 
wnfll.D^AlLSHl^B-YiNEW^ 17 50 . 

WORLD CRCK&T™ 7» 

WW' WRESTLINO 17.50- 

K-OUT (NEW PRICE] .7.99 . 

XENON 2 _ JhBt „ 

7-ftRKiOH2 0R3 _ .9.99 
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* GRANDSTAND* 

Word Class LHacfr boa-C P cTe^wTtc. CWflrte"laj 
C^i& & £972*6 SupP SOOC9r 
ST A AMIGA 21 .50 



4 HOVt€ PREMIER* 

T9*^&Q9 MylflT H*fO T^fl*. tir^mlfts. 2. Hark In rhc 
FiAu-p £ A Dsn- cf Turv.Ht» ST *Y AM 21 .90 



* AIR |i SEA SUPREMACY A 

EJ.mil S*tvich, GlthIi p Wngi. Cvnof Co-nmand A P47 
TtwndWtJOl! * F-1 5 34-14 F/Oflk l>i^|]9 f*<ilj>:AUW. F 1 5 In 
Aniiga Pack! 



* WHEELS OF FlflE A- 

T^*bO OUttjn. CNtt* HQ, PQMRrdnrt IKnrd Crriir 
ST if AMIGA 17 SO 



■ ADDICTED TO FUN * 

R.iqNa Brim* Hji rthTt* bElnnd E. Ntw Zaaljnd slcry 



* THE TOP LEAGUE* 
SfMK±ul 2 Risk Gmrqmmu% 2, FaJccn, Midwh^i 4 T V. 
Spofta FucttMi ST A AMWA 41 5fl 



* DOUBLE DOUBLE BILL- 

TV Spoift Fn«ltul. Wrnflpi -ardi d 1ti» Hainqi Sun A TV 



' BOARD QENIUS " 

SC-ra&QJti DtAJhji Dflu^fl Mannpo v Hi v. £ CLmIio Mslar 
D9l9Ct1^ AH 10 A ONLY 21.50 



* SOCCER MANIA* 

WKrapfEM Sodcv, FoalboJI ManoQiif 2. Quii n Suf*' 
Sodgv A FogOuI Mannflff- World Cup Ediwn 
ST Ek AM. 17.54 



• QUEST A ifiLORy a 

B.A.T., irnr Lord A B*oodwych 



* SUPER SECA* 

Gc4dBf p Aid- E SWAT. Eiir-mb. MoabM Q.P A 



* THT* 

Hard Onwl. Toottfl, XybOW AP0. A OaQPi Bpint 
STi AM 17.50 



A A.D. A D. COMPILATION * 

HJtrta frt LartM, LVJt^S 01 RdHW ^Htf* 1 
AMlCIA ONLY 21 JO 



* AIR COMBAT ACES * 

FaJcw Gu^.^p k FighMrBanitMr ST A AMIGA 21 .$0 



i SUPEH SIM PACK- 

InbtrnabonaJ 3-D T*nrm, llnJy 1 *». Crnzr Cars 2 A AjfbOfr« 



■ MAX PACK. COMPILATION* 

TLrncor 4. S| O'Bffn. RW1V 1 Nnghrshrtl ST A AMIGA 2 1 .30 



* VIRTUAL REALITY VOLl* 

MKtwirrtw. Carrwr Cofimand. SlLrt Cor Rati*. Sl*fl|idor£. 
A Irvnal-oiol Soccar ChaJInnpe 
AMIGA ZJ.WA &Til.M 



* QUEST FOB ADVENTURE-* 

IniTlnrj joaot Tha Advarcu - * Mnar- Slnt*ia EOparatKn 
StWlTi ST A AMIGA 2 A 99 



r 



* FOOTBALL CRAZY* 

Kich 0*4. F-ni Whigltg A Plflyfli Mtm^gAr 
ST L AUI&A?! 50 



* winnino nvc* 

Iron I wn N41I hurlar Twin WdtM, Putty's Saga A SirFpfed 
ST A AMi-LiA 9.99 



* CLASSIC 4 (RENAISSANCE)* 

trhwlari Afiiviads, GaJuoni A C*Tlpatie STA AM 7.90 



* RAHHA RARBERA CARTOON* 

Voff^ Oraa.: E«ap#. NOftfl K f^fl PriOO** 1 . F^jH A Naany A 
Bavar^ h ( i s Cd!i ST ft AMIG A 13.99 



* SPORTING WlMHEHS* 

Da. y DqjWb h4cmw rachg, Slaw Davn SrUokaf, &4n 
Qwtffl Fqtftm ForUnaa 5TA AM 1 7.50 



* CAPCOM COLLECTION* 

Sfnd*r 1 1 2. Ghcmai "N" GptobIb, Fonjatlar Wortdx, ULN. 
SOMftdron. Dynjufff Ware, Lad Slarrn A Laat Dual 
3T & AMKJA 



- MAGNETIC SCROLLS* 

Fish, Cot jphnr 1 GuM Of Thinvas ST Si AM 21 .50 



* SUPER HEROES* 

Sfrdar 2 i^iH.-a ..iXwf.. I »$i Nn^2, A Sp> Wha Lo^ad ma 



j. pOUBLE SIDED. DOUBLE DENSITY WITH LAjUL£ 

1 Q.SS 
IO 5.30 
25 12.SO 

6.&g 



7.99 



3.5 40 PIFCF DIHC BOX 
a.O 6D PIECE ni^C^ E9*T>X 
a. ft" 1 2D PIECE DISC BOX 1 
MOUSE MATS 2.M 
ST & AO EXTENSION LEAPS S.9B 
AMEQA EXPANSIONS 

AMIQA iva MgQ EKPAN8ION WITHOR WITHOUT CLOCK 
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ed at all coasts, and falling Zonks will 
trap the unwary. 11 Well, with an intro 
like that you can resist? Supaplex conies 
a quite a refreshing change from a com- 
pany that normally turns up heavy-duty 
simulations and planediased arcade 
games - it's half puzzle, half arcade, a 
sort of weird hybrid of Boulderdash 
and Pacman. In each of the game's in 
levels, Murphy must snap up all the 
"infotrons" by whizzing about the four- 
way scrolling screen, gobbling up bits 
of the landscape and grabbing them 
when you find them. The trick is to eat 
the landscape in such a way that you 
dun t send all mannaer of horrible heavy 
things crashing down on yourself. As 
the levels progress things can more 
complex, with warp gates, explosive 
devices and marauding enemies. 

Okay, okay, so ii s Houlderdash with 
knobs on, hut it isn ! carnally at all bad, 
It may not look like much, but it feels 
nice and smooth and the simplistic 
action is strangely compelling. With 
plenty of options and well-varied lev 
els, Supaplex is likely to keep you play- 
ing for quite a while - provided its simple 
charms manage to grab you in the first 
place, 

SUSPICIOUS CARGO 




Price Amtea/Atail ST £25,99 
Gem? Adventue 
Publisher Granlm 

The pseudo follow-up to BSS Jane 
Seymour is a lot more enjoyable than 
its mediocre predecessor, primarily 
because it's a whole lot more accessi- 
ble and has a pfeasant sense of humour. 
We've classified it as an adventure here, 
but it's really a hotch-potch of many 
different game styles ■ there's a strong 
RPG element throughout and a spr ink- 
ing of arcade-based sub-games along 
the way. 

As maverick spac e pilot Jonah Hayes, 
the player's job is transport a highly 
dodgy shipment of genetic refuse across 
the galaxy in his rundown spaceship, 
the Lidy Luck. Even something as sim- 
ple as keeping the ship operational and 
on course is not as easy as il sounds, 
and things are naturally complicated 
along the way by a variety of unsavoury 
characters who want nothing more 
than to throw spanners in the works 
and prevent |onah's cargo from reach- 
ing its destination. 

1 must admit to being a little per- 

9s j/m 



plexed by Suspicious Cargo - 1 mean, 
just what exacdy is it? The way that it 
seems to flit between gameplay styles 
can be confusing, but despite this the 
storyline holds the disparate elements 
together well, and as such you end up 
with a surprisingly coherent and play- 
ble product. It's by no means anything 
groundbreaking, but it will be appre- 
ciated by anyone who fancies a good 
space yarn with a few laughs. 

TEENAGE MUTANT 
HERO TURTLES - THE 
COIN-OP 




Price Amiga £25.99 
Genre Arcade Blast 
Publisher Image Works 
Now, let's get one thing straight from 
the outset, Turtles is neither the most 
complicated or involving game in the 
world. However, Probe's conversion 
of what could best be described as a 
fairly basic coin-op beat-'em-up is 
admirably close to its eoiivgobbling 
dad, complete with all the regular 
Turtles and their opponents. 

Catering for one or two players, the 
game leads the Turtles through a brace 
of increasingly dangerous screens, 
gradually leading up to a climax involv- 
ing rescuing the glamorous April from 
a building, set alight by the evil 
Shredder. 

Turtles suffers from two distinct prob- 
lems. The first is that one feels 
Turtlemania is definitely on the wane, 
and there is no longer the public fpvpr 
guaranteeing that anything green will 
sell by the buckedoad. The second is 
that, despite Probe's pretty sound con- 
version, the game's quite easy, and 
even the coin-op itself wasn't that 
incredible. 



THUNDER BURNER 



Price Atari ST £24.99 

Genre Arcade Blast 

Publisher Lone i els 

Top arcade game with action. tutuus- 

tic combats and super stress!! " r we are 

promised. Space Harmr on the 

Spectrum is what we get. 

Slogging his way through twelve 
stages of shocking jD graphics, our 



intrepid hero must control his 
Transformer -like craft deep into the 
heart of enemy territory and destroy 
the evil aliens' Big Base, 

Even painting a girl on the back of 
ihe box with her noughts out has failed 
to make Thunder Burner at all exrit- 
ing. 

Piloting the jet plane is actually more 
fun since everything moves at a faster 
pace, but the bi-ped robot has a better 
chance of destroying the pill-boxes con- 
taining, one presumes, dirty alien scum. 

It's all a bit poor, and apart from some 
end-of-level monsters which are pre- 
sentable enough, falls a long way short 
ofeven the most basic blast standards. 

And if all that seems a little harsh. 
Loriciels can al least comfort them- 
selves with the knowledge that they 
win the Most Gratuitous Tit Award. 
Hooray. 

TIP OFF 

Price Amiga/ Atari ST ^25.99 
Genre Sports Game 
Publisher Anco 

The fact that Anco's latest sports game 
comes irom the keyboard ol Kick (Jit 
co-designer Steve Screech has certainly 
attracted a lot of interest during the 
game's development, but now the final 
product's here it has be said that it rep- 
resents somewhat of a disappointment. 

The idea is fine - apply the same tech- 
niques that made Kick Off great, jig- 
gle them about a bit to fit Basketball's 
smaller play area and rules and away 
you go. And indeed many of Kick QfFs 
trademarks are in evidence here - the 
game's simple, instinctive, and very 
fast indeed. Rut (and it's a big but) it 
just doesn t work.. Basketball is a fast 
game, but Tip OfFs interpretation of 
it is a bit too speedy for comfort. As a 
result it just doesn't quite spark in the 
same way as Kick Off. andso basket* 
ball fans would still be best advised to 
go with Cinemaware's version. 

TOE JAM & EARL 




Price Megacttve £34.99 
Genre Arcade Blast 

Publisher Sega 

Jammin'! Or. in Earth speak,, oh dear. 
Toe Jam & Earl were presumably 
intended, like Sonic before them, to 
become 'cult' game personalities and 
thus attract a whole new legion of fans 
to the Mcgadrive, 1 don't know if they 



bias or not, but on the basis of the game 
they're in I can't for the life of me 
see how they would, If Sega 1 1 rink this 
is whal 'Ver Kids" want, then they're 
sorely mistaken. 

It's a simple maze game. One or two 
players, controlling the far-out aliens 
of the title, have to travel around a 
number of exotic islands searching 
for the ten missing pieces of their 
crashed spaceship. Some islands are 
populated by monsters of various 
description that have to be avoided. 

Along the way the gruesome two- 
some may find bonuses which will 
award them anything from speed-up 
trainers to a blow from a bol t of light- 
ning. Mixed blessings or what? 

And,., er... that's it. Yes, really. All 
the game consists of is wandering 
around, very slowly. Boring really does- 
n't quite sum up the toe-curling tedi- 
um of the whole debacle. The only 
points of special note are the way the 
screen splits when Toe |am & Earl get 
too far apart, the appealing nature of 
the two aliens and the well-funky 
music. Any chance of putting the 
musk on CD. Sega? 

TRADERS 




Pi ii.m Allien I ZD. 33 
Genre Strategy 
Publisher Unei 

If you imagine a hotch-potch of Utopia, 
Mega lo Mania and Populous, except 
in zD r you'd be pretty dose to under- 
standing 'what Traders is all about. 
Again, it s a race for technological 
development and fiscal success, with 
up to four players battling it out on a 
mysterious planet, evolving robots and 
competing with the rigours of nature, 
as well as hostile advances from each 
other. 

Distinct from lots of God sims and 
strat games of late, Traders has got a 
reasonably light touch and doesn't 
weighl 1 h:- player down with facts and 
figures. Instead it lets them explore 
their new world and get on with the 
business of exploiting and ruining it 
with the minimum amount of fuss. 

While there's no question that the 
game boasts as much depth or longevi- 
ty as any of the games mentioned 
above, Traders acts as a pretty solid 
intruduction to the strategy genre. Not 
too shabby. 
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4D Boxing ......... .... .... 

3D Master Golf,. 

I /2Meg Upgradc+Clock . 
I Med Cricket.., 
688 Sub Attack 
Afrlka Korps.... 

Aj^ony 

Ak:alra2 

Alnhu Wiivr.* . . , . 

AMOS 

j^J^I^^Sh k^LZ? limn ■■ ■ j ijuii ■ 
AMOS Compiler...., 
Amazing Splderman .. 

Aracnaphobta . .. . 

Atomic Roto Kid ........ 

A10 Tank Killer 

A.D.S 

A.T.K. II .. 

A.W.S.CJ.M.t: 

Ftauk Tcj The Fulnre 3- 
Bandit King Of Anc China 

Bards Tale 3 

BAT... 

Battle Bound. 

Battle Command .. 

Buttle Cheft* 2 

Battle Hawk 1942, 

Beast Buster 

Big Hun ... 

Bill And Ted's Adventure 

Billy The Kid 

Dims Or Pray. 

Blues Brothers.,,. 

Blade Warrior ......... 
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EDITION OWE £16.99 

Double Dragon, Xenon, GemtnJ Wing. Silkworm. 

FULL BLAST £1§,&9 

(IhiLJk^D H<1. EUfk J>jLrij^'-RjuM., Highway ratrol 2, P47, 
Ciarrtei Cuccuiiiiind, Kerrari Form I. 

ADDICTED TO FUN RAINBOW COLLECTION 

£17.99 

New Zealand Stoiy, Dubble Ek*?bU:. Kilnlviw Enhirul 

Pi Of f ER MANIA £16.99 

football Manager 2 r football Manager World Cup 
Edition & Gazzaa Super Soccer 
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QUEST AND GLORY 2 1 .50 

MiLlwhilrr. C&davuf, B.A.T.. Efuil ImtxI & l-SLoodwych 



TEST DRIVE- 2 COLLECTION £21.99 

Vlus*cle Cars. CalUitwTtLa ChalJenge. European 
ChaUange. Duel, Super Cars. 

MAGNUM 4£L7.M 

ARerbumer, Double Dragon. Operation WVi|f, Batman | 
£".j|jril {^iiisLaclifr. 

FLIGHT COMMAND £13.99 

ELimlnator. Strike Force. LBncastrr. Sky Fos. Sky 
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FISTS OF FURY £16.99 

DyrjEunLte Dux. Shlnobl, Nlnja Waniora. Double Dragon 2 , 

BICj BOX 

1 . ■ - 1 1 . 1 li 1 ti>HH.1. Tin Tin un llir Mwhl Safari Guito. Tecnujj> fluwn. 
Uubtrie- flui. l-'urple Sjaium Lays. Kjyyjr.on Jump In p. JacJtson. baba. 

MHilpSj 

HERDS £16.99 

barbarian 2. Running Man. Star Wars, licence 1c Kill 



T N T. £15. 99 

Hard Drtvln. Toobm . Xybole. A.F.B. & Dragon Spirit 



Piftj%sa make cnequn & P.O't payable to Salum Software. P*P ks Included in UK. Orders under CiC add 75p par item. 

In Europe pleeae add £3.00 per hem, fiesi of Ine world per item. 
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Blimey! There you are, casually flicking through your latest issue of ACE magazine when 
a horrible and genuinely frightening thought occurs to you. Not only are you nearing the 
end of an especially thrill-powered edition of the greatest sci-fi comic in the galaxy, or 
something, but you can't for the life of you remember when the next issue is going to 
come out. 

You might be going out to a discotheque on the night before publication date, and 
may be too hung-over (although we all know excess intake of alcoholic beverages is nei- 
ther big or hard) to fight your way through the crowds which will be undoubtedly vying 
for the last copy in your local shop. 

Or perhaps you've read our Next Month page which will probably have the wrong 
month on it, and so you won't know what is going on. 

But no worries. Simply fill out this form and give it to your friendly newsagent who 
will be more than happy to reserve the next issue of ACE Magazine for you, for as long 
as is necessary, no matter when you eventually get off your fat arse to go and get it. 
Hooray. 

And some of the more progressive newsagents around the country may even have 
set up their own delivery service which may be available for those of you who care to 
tick the appropriate box. 



Dear Mr Newsagent, 

Having wadad through an especially unconvincing coupon in -ACE magazine, I am nevertheless 
willing to fill in this wretched little coupon asking you to reserve (or deliver, if I have ticked the box) 
the next issue of ACE for me. Here is my name and address. 

Thanks. 

Name: 

Address: 



And here is the box that I have ticked if I want my copy delivered: □ 



100 A 



WEE 



PREMIER MAIL ORDER 

We are Ml stand No 124 at the 16 Bit Compattr Shoot Title* marked * are not yet available and ivill be sent on day of release. 

Please send <heqm/PO/Areess/Visa No. and expiry date to : 

Dept AC 11, TVybiidge Lid., 8 Buckwim Sq.» Burnt Mills Basildon, Essex. SSI 3 IBJ, 

Please state make and model of computer when ordering. l>&Pi,u. UK on mvins mv, f*.flft fjw than £5.00 and Humpe add CIA 
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.6.99.... 



16.99 
.6 99 



3D Pool... 7 99 

3D Constttfiw KM 26 H 

1V2 Meg L>(jOfada w 

\m Meg Upgrade with dock 

AflerhurrW 

Agony " 

Ahtfn Bread [1 Megj . 

AJuftfi Strom 1 

AMarad Beast 

Am Land Sea * 

Air Support " , 

Air Duel' 22.99, 

Assault on Aletlraz ' 16 99" 

690 Att&A Su& ■ 

AMDS ■ 

AlT'!!":i .SU iLiiiuHHnnMi^ 1 

Arties Compiler -,- 

Anoflw World' 

AFfl . - - . . ■ - • * i . i i ii 1 1 • i - 1 - ■ ■ ■ ■ ■ 

Arkanaid 2. ... 

Armour ■ Goddon ■ „■. 
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..6.99 
.6.99 

11 V'S 



Barcts Tain Triple Pack *.. 
Raima n Capad Cruaader 

Balman Thi Mow 

Battle oi Brtlaln 

Beach Vo iry 

BeaslbuSlera 

Bird* of Prey * 

mack Crypt 1 . 

Big Run 1 

Blues Bromerfr' 

BJue Man 

Bonanza Bros 1 .... 
BufabAt Bohhlfl 
8ucJckiin 
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. 26. 94 



16.99 

16.99 

19.99 

16.99 , . 
G 99 



. .7.99 
..32.99 
..2-4 .99 
..26.99 
...6.99 
. 24 99 
. 16-99 

.16.99 

5.93 

.24.99 
.1999 
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4D Boring 16 99 

3bc^ I i ■ . . * i ft 99 

Carnpa*Qn \ ., ,22.99 ..... 

Cipoom CoWsctwi * 1 9.99 

Cttvtltfs * 19,99 — 

Captain Plarwl ... 16.99 

Cisco Heal " 16.99 

Chaos Eng'r*S i,nriHHHWM««"''6'W 

Cfcase HO.. - -6.99 

CoolinanEal Circui 6.99 

Cfasy Car* 3" 16-99 

CenfturlQft..-.. * ...»....«» 

Cnck*1 Cspialn 16.99 . .. 

CiuiSfi lor a Corpse ,..19,99 

Cybarbal... . „.„,,.. 699 

Das Boot . . 19.99.... 

DeFendw of Crcnm 7-99 

Oaatn KnigNs Oi Kryrin <1 btegj .- 

Oaarhbnng* 19.99.... 

Dgrnon«0aJa * 22 99... 

DeuOfM " 19 99 

Double Double Bill 

Double Dragon 3 " 16.99 

Double Dragon 6.99 

Deluxe Paini 39.99 

DhIuM PikK 4 

Disftfry Animallon 

nij^y Calledion 16 99.. 

Dragons Lav 2 ......,.,„..,,.,„,.,- 

Dragons Lar (1M&9> ^ r .r,^ 

Dragons La* Tim* Warp 36.99 

Dragon Ftinfa - 6.99 

*DDmin 16-99 

Epic " ......... 19-90 

ELF .L. ..r.r,r- l6.99 

EMraS(1 Msgj'* 

Ey* or (ha BanoMw (1 meg) 

Fy*or the Storm * 19.99 

Fact Off* 16.99 

Ft 5 Strike Eagle 2....... £2.99 

F16 Comthal Ptot ,16.99,.., 

F19 Stearin FqghflBr 19-99 

Ferrari Formula. 1 B.99. 

Flafl" 19.99 

Final Blow " 16.99 

Final Fight 16 99 . . 

first Samurai 1 .,...^.18.99 .. 

High! ot re IfHruder ............ ..22.99-.-, 

Flood . ,6-99 

FootbaJl dttzy ■ 16.99 

Footofta Df«tor 2 16.99.... 

Formula One Grand Prix 1 22.99 .... 

Fun School 3 5-7 16.99 . , 

Fun School 3 over 7 .16 99... 

Fun School 3 under 5 ,.16-99 
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f-un School 2(6-6).. .. ...13 99 

Fun School 2 (ovw 6} 13.99 . .. 

Fun School 2 (under 6) 13.99.... 

Gaurta4 3" 1609... 

GhosrJbuStera 2 . • . 6.99.... 

GLM" 16.94.... 

Gods .-.-.- ■■■■■ .......>.■. «■■ 1 6.99 . . 

Godtaiher Actxsn * 1 6.99 .... 

Gctdfalher Adven!ora " - , 

Golden Axb 16 99 

Graham Gooch " 19 99 

Guy Spy * 26.99 . ■ 

Harlequin 16.99 

Here Quest &m 9 99 

Hrtchikei* GuptSe 7.99... 

Head Owfif Heels * ,6,99..., 

HairUdlli * • ' -22.99 . .. 

H*foa*quaal 16.99... 

Home Alone 

Hudson Hawk* *.„ 16.99..., 

Hurrtar 19.99 ... 

IK* 6.99... 

indy J'ea ABarti* Adv <1Mg)' 

Incry J'es AttaMIS Action ' 1ft 99 

tmarceptor. - 

mdianapolie 500 - 

Ivanhoe ...... r 6.99 

Jack NicMairi Ertra courses . . ■ 

Jack NkJiiau* Clip Art , 

Jack tjicfclaus unlimited Gol' . 

Jlrwny WrTirrea Sn«A*f 19.99... 

Kayt To Maramort * 

KickOrl E<1 Meg) - 

Kick Qrt * Extfa T«ne 6.99 ... 

King 04 Chicago - - 

Kings Quasi 4 - 

KIbxk 6.99... 

KO 2 Super LaaQoa 1 9.99 . . 

K.O.2 Final WnHH* 6 99 

K.O.2 Giant* oi Europe < 7 99 

H.O.2 Helurnol Europe 7.99 

K 0.2 Wbmg Taclics ,. 5.99. . 

Kni^flWPt*... - 22.99... 

vfrpn or m* Sky - 22 m 

taatnn|a2 6.99... 

Lat t W i njfl 3 . ■ -i • 1 6 ■ 99 . . . 

uwr Squad 2 ie.99... 

L flanrter ....... ............r...r. s -■ ■■ — 

leather Goddes*. 7.99 . 

Legend * 16. ^ ■ 

Leisure Suit Larry 14.99.. 

Leisure Suit Larry Z 14 99 . 

Lemmirvg* 16 99 ., 

Lemmings QorrstrudiDn Ktl " .16 99 

Lemming* Data Disk a 13 99 

Lattut Sua Larry 3 * ...,„r. 

Licence to Kill 6-99 .., 

Lornoafd Rally 6.99.. 

Lord oi the Hki^i - 

MagenHc Scroll* Coll (1 MegJ 19.99 . 

Magic POckats 16 99. 

Magic FT^f .,6.99. , 

Man Utd Europe 16 99. 

Max ' ...I. ..... ........ ■■ .. 19-99 . , 

Mega Lo Mama ........ ...... 16.99.., 

Mega Traveller 1 , .....19.99.. 

Mega Traveler 2 {1 Meg) # 19.99.. 

Mega Twins'. , .. 19.99.. 

Micfoprose Golf " 22.99.. 

Ml Tank Platoon 19.99.. 

Moon Slone " 19.99 .. 

Mid Winwr .14.99 ■■ 

Midler s ,. 22.99 . 

Wig 29 Super Falcum .26 99 . 

Might And Magic 3 * 

Myth " 16.99., 

New Zealand Slory .6-99 - 

Niflja Collection 15.99 . 

Art- " 

i-r I Tl ... 1 .1 11 11 liiiiiiri-i-i-i-M ■ 

Outrun ....... 6.99.. 

Quinjn Europe 16.99 . 

Paparooy 2 * 16 99 , 

Para30l Stais h 16.99 . 

Pagafkjfi " 16 99 • 

Ptt Fighlar 2 * .16-99 . 

PGA Tour Goll „, - 

Player M.i^ar 12.99.. 

PlaLOOrt 6.99 .. 

Populous 6.99 .. 

Populous 2 " 19-99 . 

Puuls Ot DarKneas '.u.^.u...........* 
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.1699 
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Pqv<;o Owes? 2 ■ ■ 14.99... 

Fttwerdrih 6.99... 

Power Pack , 14.99... 

rVwiarmonger Data Disk 1 '....9.99... 

Power Up ...19.99 . 

Powermongar , . 1999.. 

Projedyle.. 6.99 

Quest For Ad^pre ■ 19 99 

Race Drivur " 16.99- 

Rainbow Cotecbon .13-99. . 

Railroad Tycoon f, 1 Megl 22,99 ■ .. 

RedHaat £.99... 

Red Baton * ^1 Meg) - 

Reach Por ihe Skies ' 22.99... 

Haainig 1 „. 19.99... 

R ~ Typfl iLiiiiiiimi"! ■ S ■ - ■ 

R-Typa2 1ft-99.. 

Hobin Hcod . . . It) 99 

Roboood - 16.99.. 

RoboCop . . . -■■ 6.99.. 

Rodtand 16 99 

Robin Smiths Cricket 16 99 

Robocop3 " 19.99 

Rocket Fllfttt«f 7.99. 

Rise oFtha Dr«gon 41 Meg}......- 

Rugby WoiW Cap 16.99 

Rules of r ruj. kjment 

Run ihe Gaurillei 6.99 

Search for me King (1 Meg) - 

5*KTvi$ or tfve Luftwafl* 

$«fe| o4 Monkey Is. (1 Mefl) 16.99 .. 

Secret otMwveyfc. 2(1 Msg^V- 

Shadow Lands 4 ..... 1 .„ r ,..1&.99 .. 

KhflfluhV Sarceror -. 

Shmobi -■ ^.99.. 

Shurtie 1 19.99 . 

Silkworm 6.99 . 

Sim Earth " ......,... r .p ...19.99 . 

Sjlerrt Servioa 2 (1 Mag) 22.99 . 

Simpsons" 16.99.. 

Siri>ad.. 7.99.. 

SUorDlt 

Space 1999^ Meg^ 19.99 



Space Ac#2 ... 
Sjpac* CruMda 

S«ta*h TV 

&i?ac* Ace 

2 



26 99 

1699 

18,99. 

26 99 

........... 1. li . I_i1 6 

a 11 1 l 1 1 mil n 

QniPQV "i i*mm 

gtiip Pnk*r 2 <- DaU 6.99. 

'■■ ■! ■ * Hheel ,„ , r .. 1 6.99 . 

Star Fight 7.90. 

starnigrii 2 ........ . n .. r .- 

SupercarS , 6-99 . 

Supercars 2 r T6.99 . 

Super M«f-;w:u LiP 16.99. 

Supr#frij|oy 19.99 

Supst Harg On 6,99 . 

auspices 5 Cargo..,. .„-. 1909. 

Switchblade 2.... .,..,.14.90- 

Term nalor 2 , ririr .-.-14,80. 

Tb&i Drive Coaipilwlon 19.99. 

Team Jaguaf " , 19.99. 

Teami YanM# 19.99. 

T*amvar*fl#2* 19.99 

Teenage Muiant Turtles ... 16 99 
Teenage Muiant Turtles 2 ' 16-9 -. 

Their Finest Mtestofl 9-99 

Three Stcoffea ... . 

Thundef hawk 19 99 

The Immorlel 1 1 meg). 6 99 

Toobin 6.99 

ToU tJ90 . 

Turbo Challenge 2 " 16 99 . 

TUrbO OUtrUn .■■■■■■■■ui.inriririr,... -6 99 , 

Turrican 6-99 . 

Turrican 2 9.99 . 

TV Sports Football 7.99. 

UMS2(1 Meg) - 19.99. 

LhOpla 19 99 

Ultima 6 * „ ftM. 

^/oyager -,6 99 . 

War Lords (1 Meg) 

Wad Wheels ..16-99. 

Waterloo 7.99. 

Wortt W^esCHng FED * 16.99 . 

Wrorm Class Rugby ' ifr 99 

Tllithall U.J*, 

WondvUindn Megr 19.99. 

Wiz Kid' 16.99, 

Xanc™rph 2 ' 16.99 , 
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ST it Amiga 




ST St Airily 


1 Hudukun 


ST & Arnica 






ttrrarl Formula i ST & Am^a 


1 hr Immortjil HM^ ST St Amiga 




EXTRA 
SPECIAL OFFER 

Jack Nicklaus 
Golf 

AMIGA ONLY 
£12.99 



SIM- < I AL OFFERS 



V>.W EACH! 



Nightshift 
Gremlins 2 
Sword ot Sodan 
/:.tk VIcKr^iken 



JOYSTICKS 



Quitkjoy Jetfij«hter 

t hctlah 125+ 

* Comp Pn> K\tra 

Quicikjfiv 2 J urtM> 

Quickshot i Turbi> 
N.99 

Oukkjm lopstiir 
16.99 



BLANK 
DISKS 



Un branded 



10X3.S' 1 Dsnu 
2«X3.S n DSDD 
5«X3.S" DSDD 
]flOXJ.S'DSDD 



t(L99 
4 4 . 



3.5" DSDD 
5.25" DSDD 



teach) 1.25 
(each) 0.75 
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a game of this type. 

Battle Isle s most favourable option 
is the two-player mode - something 
that's woefully missing from a lot of 
strategy products these days. A handy 
split-screen display allows two males 
to play head to head ■ although this 
does mean you can set what pout oppo- 
nent is up to at any time, of course. 

Battle Isle is undoubtedly a fine and 
very J deep' strategy game, and one that 
should appeal to anyone who tikes the 
good old-fashioned ways of doing 
things, without all the interfering bells 
and whistles. But despite the game's 
accessibility , many younger players on 
the lookout for a brain game are more 
likely to sieer towards the likes of 
Popubus J J. Good .stuff, though. 



BREACH 2 



A320 AIRBUS 




Price Amiga £ .99 
Genre Simulation 
PuWishfr Thalion 

You what? Alright ifs not as if we liave 
any problem flying high in an J--x6 or 
blowing up radar installations in a state- 
of the-art steaRhfighter - but the Apo 
Airbus? Is somebody pulling our pil* 
sner? Well, apparently not, as this is 
one of the biggest releases from 
German software house Thalion in 
quite a while. Rather akin to a com- 
puterised Jimll Fix It, the game allows 
the player to be an airline pilot for a 
day - well, for however long he likes, 
really - a* the controls of the little-known 
A-jzo 1 el liner. 

As anybody who knows anything 
about aviation at a!] will espect, A320 
Airbus is no simple game. Passenger 
jets are impossibly more complicated 
than the fighter planes that have main- 
ly been the subject of simulations in 
the past. Thalton s game has attempt- 
ed to simulate the .spaghetti-like com- 
plexity as accurately as possible • and 
for the most part it succeeds, although 
this hyper- realistic approach is unlike* 
ly to appeal to the majority of flight* 
sim gamers. All those knobs, dials and 
readouts may be a bit too much for the 
average Joe Shmoe. 

A320 Airbus isn't just about flying 
about a bit, though Oooh, ng r Players 
get to create I heir own pilots, take part 
iu training or active duty, work out 




flight plans and generally make their However, Cosmic Pimte (a supah brill Am ^ ^ 

way up the ladder of commercial avi- mulli way scrolling shoot- em up) r TT 

ation. For the* that find this sort of E Uminalor fa , D shoot-'em-up cimi pT* T" - 

thing appealing there's no doubt that driving game) and Ho**** (a multi- ^ f »™P«™ 

bb ^dfju/io^ge^amuiti. Though there's 110th me particular! v 

p». and ,u„l superb vah* ^ ^ fo||ow 

compilation on their own. The other 1 a 1 n . . p 

u. iie uiner | y .iiu Ccess fuJ Breach s wrth 0 f their 

games are poor to middling in quali ^ Ppn H rtn c ct u. , u r ^ V Z 

hi hut&.ih ■ n , Jttentlon. Set m the future with the 

t\. bur iur the pnte vou reaDv can T com- ■ £ . ± 

ij ■ v I * 7 , , P ij ? er in command o\ a ieam of space 
plam. I h^hfy recommended. ^ ■ , 

marines, it s more strategy than role- 



A^JZQ Airbus IS artu a My very good 

indeed. It's profes sionahy produced, 
apart from the occasionally ropey graph- 
ics, and though it's not exactly imme- 
diate or instinctive, the rewards are 
there to be had for players willing to 
plough the manual and learn all the 
ins and outs. The only problem is. 1 
can't quite imagine who's going to be- 
that interested, when you think about 
all the other, considerably more action- 
orientated, flight games on the mar- 
ket today, It's just horses for courses, 
I suppose. 



ACTION PACK 



ANOTHER WORLD 






Price Amiga £ 29.99 
Genre Arcade Adventure 
Publisher US Cold 
Explore a mysterious alien world i 
this peculiar polygon adventure from 



ji 



playing, but the mis or rhr two genres 
is an appealing one. Probably the best 
comparison is with that old favourite 
Laser Sqmd - Breach 2, however, boasts 
a considerably more sophisticated 
approach, with a smart isometric view- 
pninr, much easier command control 
and more involving missions. 

In each mission scenario, the player 
leads his team through enemy territo- 
ry, exploring rooms, collecting objects 
and doing battle with the alien hordes 



Price Atari ST/Amig^ £24.99 
<r\ tin- Compilation 
Publisher Action 16 
Wot a bargain! Ten games - Colorado, 
Cosmic Pirate. Eliminator, Fast Lane, 
Hostages Maya, On Safari Rotor, 
Sherman M4, Targhan - for twenty- 
five quid! Okay, we 11 be honest and 
admit that they're all getting a bit tong 
in the tooth now, and more than a cou- 
ple of the games on offer here are real 
Xmas turkey material {On Sajuri, in 
particular, should be plucked, stuffed 
with Paxo and bunged in the oven for 
a good five hours as soon as possi- 



Delphine. Taking Lhe role of Lester the they encounter In the classic RFC bra- 
scientist, die player is transported as dition, characters can be tooled up with 
a result of an experiment gone wrong a huge array of weapons and equip- 
* into an alternate universe where noth- mem, including rifles, rocket launch- 
ing is what it seems. Joystick controlled ers ancl bombs , a nd all the characters 
with relatively little interaction between COm e complete with individual 
characters. Another World is a flawed, attributes and abilities, 
but brave product. An added boon is that, should the 
Although there are^t that many proh- player get bored wj th the multitude of 
lems to solve and actually the interest missions available, they can create and 
in the game is more connected with th^r own. How many gamers will 



the look than trie feel, it's still a worth- 
while purchase. 

Overall, it's an impressive game. It's 
got plenty of drawbacks but on the 
whofe, it scores a big plus. For players 
looking for a new angle on the arcade 
adventure grtueand in particular any- 



want to expend this amount of effort 
(designing a playable mission on any 
kind of game is no easy task} remains 
to l>e seen, however, and you may want 
to ask yourself if you Ve ever likely to 
make use of the feature. But there are 
enough predesigned missions to make 



one who has a stronger Interest in new 
graphic styles than the depth or longevi- 
ty of their game, it Fits the bill perfect- 
ly. 



AEROSTAR 




Price GameBoy £24.99 ( lm port) 
Genre Arcade Blast 
Publisher VkTokai 

Whal do you get if you cross a platform 
game with a vertically-scrolling shoot- 
'em*up? A bit of a bloody mess, that 's 
what. Aerostar Is a seven-stage blaster 
where the player has to guide a space- 
ship along an enemy-held highly. 
The player can fly into the air for a very 
limited time to avoid ground fire and 
hop over gaps in the road, but this 
makes him vulnerable to attacks From 
the air. And, of course, there's a pletho- 
ra of juicy power -ups to be collected 
along the way that rum the player's craft 
from something only a little more threat- 
ening than a slap in the face into the 
starship world's equivalent of the 'King 
of ihe Beach'. 

The idea of combining blasting and 
bouncing is theoretically good, but unfor- 
tunately in practice it doesn't work so 
well. The player 'jumps' by holding 
down one of the GameBoy buttons, and 
the longer the button is hetd down the 
longer the jump. Thing is, the 
GameBoy's design makes it difficult to 
fire at the same time without taking 
one finger of the jump button , result- 
ing in the ship plummeting into an 
abyss. And as the road si, iris narrow- 
ing, and the need for jumping becomes 
more frequent and the enemy's attacks 
become more vicious, this becomes 
particularly annoying. 

As it stands, Aerostar is a nice stab at 
something a bit different, only marred 
by the slightly clumsy implementation. 
Worth a look, though, if you're inter- 
ested by the sound of it. 



[t grafts Aliens atmosphere onto 
Gduntfet-esque gameplay to create an 
addictive - albeit unoriginal - winner. 
One or two players car] lake part simul- 
taneously, arid their job is to run around 
rhe six plan-viewed maze-like levels of 
a monster-infested space station, blast- 
ing seven shades of slime out of any- 
thing that crawls, slithers or lurks. 

Fortunately the problem that always 
afflicted Gauntlet (i.e. though fun. there 
was no real aim to playing apart from 
scoring points) has been averted by giv- 
ing the players a task to complete on 
each level (normally of the 'find a loca- 
tion and blow it up K nature). Okay, so 
it's not exactly lifting the game into 
Arcade Adventure territory, but it's pro- 
vides enough of a goal to keep die play- 
er coming back for more, 

The addictive gameplay is backed up 
by some ^uper-slick scrolling and graph- 
ics (although the animation is a little 
perfunctory), and the term 'arcade4ike" 
is very appropriate here. Throughout 
the use of sound to create atmosphere 
and tension is superb, especially when 
the station's self-destruct sequence is 
kicked in and the player has to find the 
e}dt before the pbte bWs, The only 
real gripe is that given that the game 
is for 1Mb Amigas only, you can't help 
feeling that something slightly more 
ambitious could have been attempted, 
But as it stands this is the best straight- 
forw ard blast tor months, arid 1 hat's a 
good enough recnnimeridation for any- 
one. 



vehicles "in the field" using the func- 
tion keys (the computer puts the vehi- 
cle on auto when thLs happens., so there's 
no risk of a recently-vacated jet plough- 
ing nose-first into the ground). Like 
Core's Thunderhawk, the accent is on 
action rather than simulation, with the 
enemy attacking almost as soon as the 
player pokes a metal-shielded nose out 
of his bunker, which makes for excit- 
ing is somewhat relentless action. But 
it's not all shoot, shoot, shoot. There's 
an important management element as 
well, where the player has to wisely allo- 
cate scientists and technicians to devel- 
op new weapons and fresh vehicles to 
replace those blown to pieces by the 
very active enemy. 

Armourgeddon is one of Psygnosis' 
best games to date, with solid game- 
play backing up the impressive visu- 
als, Armourgeddon sick of it? Not one 



ATOM1NO 





ARMOURGEDDON 



ALIEN BREED 




Price Amiga £24.39 
Genre Arcade Blast 

Publisher Team 17 

Alien Breed can best be described as 

the Miens licence that should have Urn. 



Price Atari ST/ Amiga £25.99 
Genre Simulation 
Publisher Psy gnosis 
Psy gnosis' Latest jDpoIygon effort cen- 
tres around a six-part mission to find 
the five pieces or a neutron bomb and 
use it to destroy an enemy HQ. There 
are six combat vehicles to try out, rang- 
ing from ground-hugging tanks and 
hovercraft to high-flying jets and heli- 
copter and the player must use his 'skill 
and judgement' to decide when, where 
and how best to use them to achieve 
his current mission objectives. 

Mouse control of each vehicle is 
smooth and responsive, with the fluid 
jD giving a good pulse-quickening feel- 
ing of speed. 

The player can switch between the 



Price Atari ST/ Amiga £2SJ9 
Genre Puzzle 
Publisher Psygnosis 
Hmmm, fash ina ting! There are few 
games based around atomic physics, 
and even fewer interesting ones, so a 
bi£ "Huziah!" and pat on the back for 
Psy gnosis. Atomino is a puzzle game 
based around atomic valency, i.e. the 
number of bonds an atom can make 
with other atoms. Hydrogen, for exam- 
ple, can make one bone while Helium 
can make two. 

The aim of the game is to place ran- 
domly-allocated atoms down on a grid 
and try to form molecules of various 
sizes. {Le, at least three atoms big). A 
molecule is only complete when all the 
atoms within it have their bonds 
accounted for. 

It all sounds a bit -.well. ..dry, but in 
fact turns out to be great fun with its 
addictive challenge, pretty graphics and 
rising tempo sound making it one of 
the better puzzle games on the market. 



BABY JO 



Imagine MirrorsofVs Bmt in two dimen- 
sions and you've got a good idea of what 
the latest import from French firm 
Lorkiels is all about. Or if you don't 
know Brat, try imagining Mttrio with a 
nappy-wearing babby as the main char- 
acter. It's all really rather ludicrous, 
with the teeny toddler having to eat the 
bonus goodies as Ik- I ounces along the 
landscape in order to keep fit - but he 
mustn't eat too much, or he'll mess his 
nappy! I mean come cm! What are these 
French games designers on? Soiik-diiim 
pretty strong il the quality of Baby Jo's 
aesthetics are anything to go by. Poorly 
designed sprites, atrocious music and 
hideously jerky backdrops are all proof 
of Baby Jo J s naffness, but it has to be 
said that it is kind of cute in a rather 
perverse and definitely strange sort of 
way. 

But if there's one thing it certainly 
isn't it's run - the slow, annoying game- 
play and hastily thrown-tog^ther design 
makes sure of that. lt 3 s for precisely 
this reason that Baby Jo should only 
really be on the shopping list of plat- 
form freaks desperate for a new fix - 
and even then there are much more 

playable fiptinrK avai 

iirtr 



BATTLE ISLE 






Price Atari ST/ Amiga £24.99 
Genre Platform Game 
Publisher Loriciels 



Pnu- Atari ST/Amiga/IBM PC £2^99 
Gi-n*r Strategy 
Publisher Ubi Soft 

As strategy games get trendier and more 
diverse, with the likes of Papubus, Megi 

to Manm and Sim Cii Y> me laLeiil tmjJ1 

French firm Ubi Soft represents some- 
thing quite different, which we hardly 
set any more these days - a wargame 
in the classic vein. It's set on a far-off 
world where two armies do battle for 
control of a series of islands. It's vague- 
ly similar to the old SSI wur^amt^ - 
units move in turns across a battlefield 
broken down into hexagonal zones. 
More experienced gamers will know 
the sort of thing. 

Due to the space-age scenario, the 
units involved consist of all manner of 
high-tech tanks, planes, ships and 
armoured vehicles as well as more con* 
ventional infantry battalions. Players 
move their units about, creating tacti- 
cal formations and assaults, with the 
inevitable ocjrrn^nlstkwis between oppos- 
ing forces. As the battle goes on, units 
must be resupplied, tactics altered and 
all the other guff that goes along with 
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Breath z worthwhile even without the 
editor, and on that score ihe game 
should at least be on the take a look' 
list for all RPG/strategy afftcionados, 
it' not a definite purchase:, 

BUGS BUNNY CRAZY 
CASTLE 2 



Price Gameboy ^24.99 (Imporlj 
Genre Puzzle 
Publisher Kemco-Seika 
Who the Hell is Honey Bunny m ? 1 
must be getting old, because I don't 
remember Bugs™ ever having a soppy 
girlfriend. It sounds to me like a lame 
excuse to rehash the old girl kidnapped 
by witch who must be rescued by hero' 
scenario to me. In this case it's the 
hideously ugly Witch HazH JH who's 
the wrong doer (now her I do remem- 
ber), and who has whisked Honey 1 * 1 
away to her castle. Bugs™ must res- 
cue her by hunting through 28 huge 
rooms of platforms, pipes, ladders and 
Looney Tunes™ 4 characters, Bugs™ 
must find the hidden k<*yK in p.irh tn 
unlock the door to the next room. By 
picking up bombs, axes and so on 
Bugs ™ can blow up those dam Toons, 
hack his way through blocked passages, 
etc, etc . 

Although ii looks like a platform 
game. Crazy Castle 2™ actually plays 
more like a puzzle game. Success is 
down to using the items you pick up 
along the way to get past certain obsta- 
cles at the correct place and time. And 
this part of the game is quite fun. 

It's the platformy element that ruins 
the y^xmc - Bu^s™ moves in big chunks 
and is hard to control, and all too infu- 
riatingly often you lose a life by bump- 
ing into the baddies by accident. Despite 
it's good graphics, in my opinion Crazy 
Castles a™ is a right stinking load of 
old Crap™, 



BURGER 
TIME DELUXE 

Price GameBoy £29.99 ( Import} 
Genre Platform 
Publisher Data East 
Now this is. a real blast from the past, 
when arcade games didn't haw to throw 
punters around like some sub- stan- 
dard funfair ride just to get them to 
part with their cash. The player here 



has to guide tiny Pete the Chef around 
a network of platforms and ladders, In 
a bizarre culinary exercise Pete has 
to make giant hamburgers by walking 
over the various ingredients lying on 
the platforms, forcing them to fall down 
the screen onto the the platform below 
and eventually onto a plate at the bot- 
tom. Once all the hamburgers have 
been made Pete advances onto the next, 
more complex arrangement of plat* 
forms. 

Now this all sounds a bit easy, but 
you've reckoned without the mutant 
sausages, gherkins and fried eggs that 
have escaped from the cupboard and 
are wandering the platforms intent on 
Pete's demise. Fortunate I v the canny 
chef is armed with a pepper pot and a 
carefully-aimed shake will stun the bad- 
dies for a few moments allowing Pete 
to make gfood his escape. More final- 
ly, Pete can try to time his foodnirop- 
ping antics to crush the ingenious 
ingredients, Burger Time Deluxe is a 
fun little game r although the graphics 
verge on the minuscule. It's probably 
a hit too simplistic for today's younger 
gamers, but nostalgia buffs will enjoy 
this tasty slice of the past. 

CAPTAIN PLANET 




Price Atari ST/ Amiga £25,39 
Genre Arcade Action 
Publisher landscape 
Pass the lentils, man. Thanks. Yeah, 
like I was telling you there's like this 
guy, right, and he's like this sort of 
super-hero, you know. Goes around 
saving the world from these real heavy 
breadhead polluters. Yeah, like you say. 
Fteavy shit man. Anyway, he's got these 
five helpers, and they're like just kids, 
you know, but they've got this special 
rings that give them these cosmic pow- 
ers. Totally amazing. Each level of the 
game like centres around one of these 
six characters, and they're just far out. 

[ mean like the first character, Ma- 
Ti. uses her ring to like chill out the 
bad guys and regrow plants so she can 
climb up to the level exit. Yeah, and 
like when she gets out there's this heli- 
copter she has to fly around in and 
scoop up endangered elephants and 
take them to a sanctuary. Yeah, exact- 
ly. It's like this amazing mix of plat- 
form game and shoot-'em-i Lp . M 1 n m rr 1 . 
yeah, the graphics are sort of cute, the 
scroll i rig's fine, and the tunes are neato, 
but control over your little sprite guy's 
a bit tricky Yeah, Tricky Dicky. 



Watergate, All The President's Men. 
But you get used to it and all in all it's 
quite a far-out experience, if not the 
slkkesl thing like you've ever seen. 
Lots of really pretty psychedelic colours, 
too. 

CASTE LI AN 



Price Game Boy £29.99 (Import) 
Genre Platform 

Publisher Trlfflx Entertainment 

Remember NvbuluK? It was a classy 
pLatform game starring a tiny Nob called 
Pogo. Each of its tortuously-difficult 
levels was set on on a tall tower. The 
player could move Pogo left and ri^hr, 
and make him jump nvcr game or shorn 
at the weirdo aliens. However, in a 
unique twist, the towers used to rotate 
to follow Pogo's movement. Quite a 
graphical achievement on the Speccy! 

Now Nehulus has come to the 
GameBoy under the title Castelian. 
And while die name may have changed 
the game certainly hasn't. It still looks 
Mimrim^aud plays well but has a nit* 
rkulty rating through the roof However, 
completing a tower is extremely satis- 
fying, so if you fancy a real challenge 
then you know where to come. 

CASTLEVANIA IV 




Price Super Famkom /49 go, (Import) 
Genre Arcade Blast 
Publisher Konami 

f couldn't believe it when I loaded this 
up! Imagine it's Christmas (not that 
difficult really). You're really looking 
forward to getting a certain present, 
and you've laid the ground with lots of 
heavy hints to your parents, Then, on 
Christmas morning, you get a wrapped 
gift that looks the same size and shape 
as the the thing you want. Trouble is, 
when you open it up there's something 
totally different inside. Oh, it's a nice 
enough present all right, just not the 
one you wanted. Well, that's Castfcvania 
IV. It was great on the NES, brilliant 
on the Gameboy and, along with 
CapConVs Super Ghouls tt'' Ghosts, was 
one on the big anticipated releases on 
the Super Famicom, 

To be fair Castlevania's a decent 
enough game - there's lots of running 
around platforms, ladders and what 
have you, lots of wopping the bad guys 



with a giant mace. Unfortunately, what 
there isn't lots of is fun. The graphics 
are garish, and the animation is mere- 
ly perfunctory, with the hero having a 
rather unfortunate shuffling walk that 
makes him look as if he's got rags tied 
to his feel and he s trying to polish the 
floor. If this had appeared before SGn'G 
then it might have received a better 
reception. As it happens, it didn't, so 
it hasn't, 

CELTIC LEGENDS 




Price Atari ST/ Amiga £24,99 
Genre Roi^Play ing Game 
Publisher lib! Soft 

It's amazing how you can tell, 99% of 
the time r what an RPG game is going 
to be vaguely like just by knowing what 
part of the world it's coming from. For 
example, anything that comes from 
California is likely to be all complex 
and involved, while anything from, say 
France or Germany, while still having 
all the traditional FRP elements, always 
tends to present things in a much more 
simplistic and arcadei manner. As is 
the case here, with this little Gallic 
number which is very much in the 
same vein as Thai ion's Dragonjlight 
arid countless other Euro RPGs. 

(t p s actually a fine little game, based 
acmmd all the old RPG cliches, but 
handling them with traditional French 
style and aplomb. It s all set in the myth- 
ical world of Celtica, where the misuse 
of magic by an evil sorcerer has 
wrenched the kingdom in twain. 

What f ollows is a mix of strategy and 
conventional RPG elements present- 
ed from a number of viewpoints - on 
the battlefield, high above the world 
itself and so on, depending upon the 
scene. 

Though in gameplay terms it offers 
nothing thai seasoned fans of the genre 
will find particularly earth-shattering, 
it's different enough in terms of pre- 
sentation and style to make it well worth 
investigating - especially for novice 
gamers who may be looking for an 
accessible and appealing introduction 
to the genre. 

CENTURION - 
DEFENDER OF ROME 

Price MegPdrlve £34.93 



Genre Action Strategy 
Publisher Electronic Arts 

Cast as an aspiring Centurion, it's the: 
player's duty to both defend the home- 
land and expand the Roman Empire 
as far afield as possible. This mcgaio- 
maniatal aim is somewhat foiled Jt 
first by the fact that the player starts 
with just a single legion of soldiers and 
a city of citizens to keep under control. 

The game is a welt-judged blend of 
icon-driven strategy and arcade-style 
interludes. For example, to keep the 
subdued provinces happy, the player 
can take part in chariot races and keep 
taxes light. As the ga me progresses the 
armies under your command ^row 
and ships placed at your disposal to 
take armies to neighbouring shores 
become bigger and better. If the play- 
er's lucky he can even have a crack at 
seducing the voluptuous Cleopatra, 
Poor old Megadrive owners in partic- 
ular are starved of this type of game, 
so if you're looking for something to 
exercise your brain a little, you could 
do far worse than ibis. 



CHOPLIFTER 2 




Price Gamebdy £24.99 
Genre Arcade Blast 
Publisher Nintendo 
Choplifter first appeared in 1983 via 
Broderbund and is still fondly remem- 
bered today. The player' s mission as 
super^rack helicopter pilot is to res- 
cue survivors from a horizontally 
scrolling warzone. To do this uV- play- 
er must land near the waving refugees 
and wait for them to board- This can 
be quite harrowing at times as you're 
a proverbial sitting duck for all the 
enemy gun installations and machine- 
gunning planes which constantly lay 



The player's copter is equipped with 
a rapid-firing cannon and a limited 
number of bombs with which to pro- 
tect himself. And that's really all there 
is to it - however, like Defender, 
Choplifter is one of those games that, 
once played, is never forgotten. Fast 
action, challenging game task and a 
password system help make this one 
of the Lx--i ii.inicsaLit oti the Gameboy, 
and a must for any action fans collec- 




VIUZATION 



Price IBM PC £34.99 
Genre Strategy 
Publisher MicroPros^ 
American games design guru Sid Meier, 
fresh from his success with the bril- 
liant Railroad Tycoon , has surpassed 
himself with this latest effort, which 
can truly be said to boggle the mind in 
terms of depth, scale and scope. 
Adopting the same functional top-down 
presentation format of Tycoon, the game 
durges the player with the task of builds 
ing a dvilisation, from a bunch of prim- 
itive settlers in an unexplored, uncharted 
world, to a global empire capable of 
space travel, nuclear power and the 
other trappings 20th Century life. 

The range of factors and elements 
that play a part in the game is quite 
simply awesome, as the player's peo- 
ple advances and expands, founding 
dries, setting sail across the water, mak 
ing technological discoveries and build- 
ing armed forces - all while 
computer-controlled rival' empires do 
the same. Along the way the player 

mtLfif spt ta*p*:. maintain c ivil order, 
negotiate with other nations, care for 
the environment and take part in var- 



ious arms and space races. 

Civilization is undoubtedly the most 
involved strategy game ever conceived, 
and as such many less cornmited or 
novice gamers are likely to be swamped 
by the game's maze-like intricacies. 
For those willing to invest the time and 
effort, however, Civilization pays off 
like no other. Wonderful. 



CRIME TIME 




Price Amiga £25,99 
Genre Adventure 
Publisher Star byte 
Crime Time is an attempt to break into 
'adventure- without -typing' market cor- 
nered by Lucas film and Sierra on the 
IBM PC. Unfortunately, it's not a frac- 
tion as good as their wares. The game 
opens with a moderately-interesting 
into which takes along time to tell you 
mat somewhere in the City a crime has 
been committed (tell us something we 
don't already know). WelL I say mod- 
erately interesting, and it is... the first 
rime around. Unfortunately it can't be 
skipped and has to be watched every- 
time the game is loaded. Annoying. 
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ADVENTURE / ROLE PLAY 

Bards Tile Construct, Set 
Batllctcch 2: Crescent Hftwki 
Cunan the Cimmerian 
Dungeon Master 
Elvira 2; Jaws of Ccfhcrtis 
[■lames of Freedom 
Heart of China 

Killing cloud 

Magic Candle 2: 4 A 40 

MegalravgUer 2 

Planets Edge 

Police Quc*i3 

Secret of Monkey Island 2 

Shadow Sorcerer 

Spellcasl 201 (Sore. Appliance) 

Star Trek 25ih jVjiv 

Twilight 2000 

Uliima? 

Willie Beamish 

SIMULATIONS 

A- 10 Tank Killer 

Chuck Yeagcr'i Air Ccanbtt 

Cybefcon 3 
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£29 99 
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£29.99 
£29,99 
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£26.99 
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Space Shuttle 
EPIC 

FU7A Stealth Fighter 
Falcoe 3.0 
G unship 2000 
Wing Commander 2 

SPORT 

4 -D Sporti Driving 
Battle chess for Windows 

Chessrnasler 3000 
Eart Weaver Baseball 2 
Formula 1 Grand Prix 
J Nicklaus Unlimited Golf 
Links 

Links Courses 

Mike Diika UlL Football 

Speedball2 

Team Suimki 

K laRuua Uli. Baseball 

STRATEGY 

Bandit Kings of Ancient China 
Bieaeh 2 



TBA 
£29,99 
£30.99 
£30.99 
£29,99 
£2K.99 



£22.99 
£25.99 

TBA 
£23 99 
£30.99 
00.99 
£30.99 
£12,99 
£30.99 
£25,99 
£24,99 
£25,99 



£2999 
£2399 
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CiYih/jlioit 
Elite Plus * 
Floor 13 
Ghenghii Khan 
Harpoon 
Powerrnonger 
Railroad Tycoon 
Sim Earth 

GENERAL 

Lemmings 

Magnetic iSfrolh Pack 
Sim Ciiy / Populous 
Life and Dealh 2 




TBA 

£29,99 
£2B.99 
£29.99 
£29.99 
£29,99 
£29-99 
£29.99 



£25.99 
£25.99 
£25.99 
£2Z99 
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And th is over-indulgence on the part 
of the programmers and lack of thought 
for the phyer extends to the game itself. 
It's a graphic adventure - there's a pic- 
ture window at the Top of the screen 
and a list of actions and nearby items 
at the bottom. The idea Is the player 
selects an action with the mouse (Le. 
'Take') and then an item from the list 
(L& 'Key ). While hardly ground-break- 
ing in its innovation, it at least has the 
virtue of being a system that works rea* 
sonably well. 

Movement around the game world 
is by clicking on the points of a com 
pass that also sits at the bottom of the 
screen. As the player moves from the 
location to location a new graphic slow- 
ly fades in pixel by pixel... painfully 
slowly. Bad. 

The scenery graphics are fine, but 
drawn at a series of badly-skewed angles 
for no other reason than to be differ- 
ent, with the end result that they are 
just painful to look at. On top of that 
the adventure itself isn't all that inter- 
esting either. Strictly one for die-hard 
adventure fans only - and then only 
those with money to burn or one let- 
ter short of a keyboard. 



CRUISE FOR A 
CORPSE 




Price Amiga £24,99 
Genre Adventure 
Publisher Delphi m/ US Go4d 

The plot for Cruise for a Corpse is firm- 
ly rooted in the Agatha Christie Iso- 
lated location, plenty of suspects' crime 
story tradition, detailing how the play- 
er is invited to a Creek tycoon's yacht 
for a well-earned holiday only to get 
there and find his host bumped off by 
an unknown murderer. Before you can 
say 'Inspector Wexford' the player is 
forced to don poncy moustache and 
tufty sideburns to solve the heinous 
crime. 

After a lot of pre-release interest fiwn 
tfic press, there were high hopes for 
Cruise for a Corpse. Is it the excellent 
game everyone seemed to think it's 
be? Well, yes,„ and no. In the graph- 
ics and sound department it's exem- 
plary., with large, fluidly-animated sprite 
moving over exquisitely detailed back- 
grounds and plenty of suitable tunes 
and samples playing away in the back- 
ground. All conspire to generate an 
excellent sense of mood and atmo- 
sphere. 

106 3^ 



The player directs his on-screen char- 
acter fRaoul') via the mouse. By click- 
ing the mouse pointer on objects of 
interest, a menu appears listing the 
various things the player can do with 
the selected item (i.e. 'Open' or 
Examine' hat box). Movement around 
the yacht is d reeled by walking Raoul 
from location to location by clicking 
on exits to the current location, such 
as doors or hallways, or more quickly 
by calling up (he yacht map and send- 
ing" Raoul immediately from place to 
place. As a user interface it's difficult 
to think of another as intuitive and easy 
to use. 

The major problem with Cruise for 
a Corpse is its pace. The animation, 
though wondrous, is slow. Examining 
the contents of a room can become 
quite painful, as Raoul slowly turns, 
walks, turns, bends down r examines 
the item only for a message to appear 
stating that "There is nothing of inter- 
esi here". EqualK annoying is the fre- 
quent though inevitable accessing and 
swapping of five (count em) game 
disks All too often the player's enthu- 
siasm for due hunting can be severe- 
ly dampened by the reduction of the 
game s speed to near snail s pace. Less 
important, some of the generally excel- 
lent French- English translation is a bit 
dubious in places, such as the Cabin 
Boy who is described as "dynamic' . 

Those comments apart, anyone with 
the patience to sit through the utca- 
sjonal doldrums will find Cruise for a 
Corpse a superb buy r heaped with qual- 
ity presentation and atmosphere and 
presenting a big enough game task to 
satisfy even the greatest sleuth. 



ing through wave after wave of bizarre <*Eellently , with the binary format allow- 

rnonsters, ing for all sorts of tricks and wizardry 

l>eatlibringer boasts some of the most Inat wouldn't be possible on a real 

impressive parallax-scrolling back- machine. Unfortunately, no amount 

grounds yet seen, even if they are some- °f & m wicks can make up for the fact 

what lacking in colour. The sprites are pinball on a computer screen just 

well-drawn with a nice line in humour, doesn't compare to the exhiliration of 

but they re rather garish in a monochn> a table. 

ma tic son of way. Hut despite its grood To ite credit. Devil Crash actually does 



graphics and adequate sound, 
Deatbbringer'sreal problem is that it's 
basically a bit dull. The combat moves 
are limited in range and slow to imple- 
ment and just wandering along, end- 
lessly plugging away at the badd ies, is 
not all that interesting. And the prei- 



i better job than most, with credible 
ball inertia and plenty of interesting 
features - the table is some three screens 
long and packed with all manner of 
secret rooms, bonuses and other bits. 
Unfortunately the gothic nature of the 
graphics (pentangles and mystic runes 



can't make up for that. Barbarian iff 
this ain't. 



DEUTEROS 



tiest backdrops in the whole World aplenty) lend a rather depressing and 

messy feel to the game itself, and as a 
result it s difficult to really enjoy. Devi] 
Crash is the aesthetic equivalent of a 
bad headache. Whatever its short- 
comings, however, compuler pinhaEI 
has acquired a respectable cult fol 
lowing for itself, and gamers of that 
persuasion will no doubt find Devil 
Crash to be one of the more impres- 
sive examples of the genre For the rest 
of us. however, there are more enjoy- 
able - and less frustrating bits of plas- 
tic on the market. 
WTO 




Price Amiga £24,99 
Genre Strategy 
Publisher Act I vision 
This sequel to Milknnium ? hy 
same authors is set a thousand years 
after the prequel's events. Mankind 
has fallen into a sort of post techno- 
logical malaise and forgotten its for- 
mer space travelling glory, It's the 
player's task to rekindle man's passion 
for the stars and turn the race into the 
masters of the Galaxy once again. The 
gameplay boils down to endless 
resource and manpower allocation 



DEVIOUS DESIGNS 




Prte Amiga £25.90, 
Gent? Puzzle 
Publisher Image Works 



between various departments, dealing Hmmffl ^ n °t so much devious as sim- 

with the occasional crises that crop up P^Y fiddly. Ever since the world went 

and so on. Although pJu^r at timed weal Fetrij mad, there's been a steady trie k- 

and moderately enthralling, ihcre real* ' e of arcade puzzlers trying to tap into 



DEATHBRINGER 




Price Atari ST £25.99 
Genre Beat-'Ent4Jp 
Publisher Empire 

There's this sword, right. These evil 
wizards have magically given it the 
ability to absorb the souls of anyone it 
slays. Their intention is to use it to get 
rid off their goody-goody though thick)- 
thicky nemesis Karri, a barbarian so 
stupid he can't even spell his own name 
right. However, luck isn't on the wiz- 
ards' side, and the sword finds its way 
into fern's calloused hands. Hardly 
believing his luck, Karn sets out to give 
the sword back to tile wizards - in style. 
Basically it's all a thinly-veiled excuse 
for a sideways scrolling blood fest of 
hacking and slaying, with Karn plow- 



ly isn't anything on show that hasn't 
been done more entertainingly else- 
where. Strictly one for the strategy die 
hard. 



DEVIL CRASH 




that elusive addictive ingredient that 
made Alexey Pajitnov's classic such a 
wallet-filling money spinner. Devious 
Designs had more potential than most, 
but it hasn't quite been realised. 

The basic idea Ls sj tuple enough. The 
player guides a tiny figure around var- 
ious landscapes, picking up variously- 
shaped blocks and trying to slot them 
onto a transparent template p whilst col- 
lecting bonuses, a myriad of power ups 
Price Megadrive £39.99 {Import} and avoiding or shooting the swirling 
Gcnrt Arcade Blast bad guys. All well and good. Ah. but 

Publisher Tecno Soft there's more to it than that. On the 

Computerised pinball has never been laler levels, the player can make his 
a particularly popular genre - and a character walk up the walls and even 
quick glance at Devil Crash is enough on ceiling. And this is where it all 
to make you see why. Ever since the st;irts t0 ^ apart, 
age-old days of Slamball and Time Control over the player's character is 
Scanner, coin-ops and home machines generally fine, but when near a wall 
have tried to emulate that seedy tilt n'- ■* s ^ tc) o easy to find yourself clam- 
slam pin ball feel, but with little sue- beting up when you didn't want to and 
cess. In theory, it should work not clambering up when you did. 



Admittedly, given a Fair deal of prac- 
tice the player should be able to com- 
pensate for this fiddliness, but in the 
short-term it mars an otherwise enjoy- 
able and reasonably addictive addiLiuti 
to the genre. 



DOUBLE DRAGON 3 




Price Amiga £25^99 
Genre Beat- F Em-Up 
Puhbshtr Slorm 

Double Dragon fails have been more 
than short-changed in the past by the 
conversions of trie previous two Double 
Dragon coin ops, so it comes as some 
relief to be able to say that this ■ the 
third instalment of the on -going fisty- 
cuff escapades off inimy and Billy Lee 
- is, despite a couple of reservations, 
pretty much what devotees have been 
waiting for. 

The plot is confused to say the least. 
According to who you listen to, it's 
either the usual gtrly rescue mission, 
or a qursi for treasure, or j fif^it against 
\hc Ultimate Evil'. No matter - the 
mechanics, remain the say. Jimmy and 
Billy Lee (a.k.a. players one and two) 
have to fump and crump their way 
thniugh fourteen Levels of action set 
in five exotic locations (and as trie game 
pt Ogresses you'll discover 'exotic' is 
an understatement). 

Players start the game with fifteen 
"coins', and in the shops found en route 
the player can buy extra Lives, weapons, 
power ups and even some fancy new 
fighting moves. It's a shame you can't 
just find weapons along the way, but 
this coins business does at least adds 
a game-enhancing strategy element, 
because the player lias to decide how 
best to spend his tush. 

While some may find the gameplay 
dated and repetitive (a complaint, to 
be fair, that could be made about most 
games of this type), those eponymous 
"fans of the genre' should be revelling 
in one of the more exciting and cer- 
tainly the slickest slices of beat-'ein- 
up action around. And, for my money, 
it's far better than Final Fight. 



E.A. HOCKEY 




Price Magailrlve £34,99 
Genre Sports Arcade 



Publisher Electronic Arts 

like Kick Of with fighting in, Electronic 
Arts 1 Hockey will appeal to everyone. 
A section of teams from around the 
glohe, each wit their own abilities and 
weaknesses battle it out in the Ice hock- 
ey World league, 

Following on from their success with 
John Madden'i Football, EA pull yet 
another winner our of the bag with 
this, perhaps their most frenetic title 
to date. 

1 living selected the length of game, 
whether the player wishes to compete 
in a one-off match or a knock-out, 
selected his team and that of the enemy, 
it's game on! Skating around the rink 
is simple enough, and control over the 
puck is surprisingly instinctive. Since 
the rink is so small and the players can 
move so swiftly and violently against 
each other, Ice Hockey is an extreme- 
ly rapid, high scoring game. Basically, 
whoever gets the puck irom the face- 
off is most likely to score. Until, of 
course, the player gets the hang of the 
wide variety of tackling moves avail- 
able to him, from a good honest going- 
for-the-puck scenario to a full body 
check. 

Rile an opposition player on a too- 
regular basis, though, and you'd bet- 
ter be ready to put your fist where his 
mouth k as one of the features includ- 
ed is brawling. While the rest of your 
team are trying to do some good, it's 
possible to dang away at that guy who 
skated over your shoes for as long as 
you like! A graphic arid gameplay mar- 
vel, EA Hockey is v> holrheartedly 
ommended to one and all. Hooray! 



ELF 



1 w»**r 

Price Amiga £2535 
Genre Arcade Adventyre 
Publisher Ocean 

As Cornelius the Elf r it's the player's 
task to rescue his sweetheart Elisa from 
the pointy-nailed dutches of Neaikxis 
the Not Very Nice. The game takes 
place over six Tolkien-esque levels filled 
with platforms, pitfalls, ladders and 
bridges. Cornelius' magic powder 
allows him to protect himself from 
Necrilous' rampant horde of henchcrea^ 
tures by firing bolts of magic energy. 
Numerous interest- sustaining spells 
and power-ups can be bought from Ye 
Olde ljncalle Shoppe using cash picked 
up along the way. 
Each massive maze-like level pre- 
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sents its own unique set of" problems 
to solve and tasks ro achieve, requir- 
ing that the player constantly evolve 
new strategies to deal with thern. All 
in all Elf is a polished high-quality romp, 
perfect for platform or arcade adven- 
ture fans. 



EPIC 



Price Atarf ST £25.99 
Genre Arcade Blast 

Publisher Ocean 

Boy, has this one been a long time in 
the making. [ can remember maga^ 
zines breathlessly previewing this about 
a year and a half ago (and I thin k ACE 
was one of them). tt 1 s strange that it 
should finally appear around the same 
time as EAs Birds of Prey {see this 
months Review Directory), another 
game thought Jong lost in the Bermuda 
Triangle that is known as software devel- 
opment. 

Anyway, it's here now so what's it 
like. Well, to be frank, it's a. tiny bit dis- 
appointing. The last remnants of the 
human race are aJl bundled up in a 
fleet of space ships, fleeing through 
space to escape the sun which is just 
about to go nova. The only escape route 
lies through the heart of the hostile 
Empire of the Reratons, a vicious rep- 
tilian race of aliens. As pilot of Earth's 
Tip Top Secret starfighrer, it s up to 
the player to see the fleet to safety. 

This plot forms the framework for 
the game's eight missions, some of 
which Lake place in spare, the rest of 
which take place on the surfaces of var- 
ious planers. Although depicted in 
super-smooth solid-polygon 3D (cour- 
tesy of Digital F ztf image Design), 
the emphasis is fimrly on shoot- 'em- 
up rather than spurious simulation. 

Depending on how the player per- 
forms in the various missions, the plot 
varies accordingly, but it's very limit- 
ed and never really deviates from the 
linear path. Epic is all very exciting - 
the sheer scale of some of the space 
battles is stunning - and control over 
the ship is superb, but you can' l help 
wishing there was a little more to the 
game than fust blowing everything up. 
A touch more depth and this would 
have been a classic Still, if you're look- 
ing for a high class, no-nonsense 3D 
blaster then Epic's your 



EYE OF THE 
BEHOLDER 2 



Price IBM PC £34.99 
Genre Role-Playing Game 
Publisher SSI/US Cold 
The first Eye of the Beholder, along 
with its inspiration Dungeon Master, 
can largely be thanked (or held respun 
sible, depending on your view of this 
genre) for bringing RPCs spluttering 
and staggering out of the darkened 
bedroom of the anorak-- and glasse- 
wearing social retard and into the bright 
daylight of critical acclaim and public 
acceptance. 

This style of RPG banished forever 
the notion that these games should 
only cqnsist of functional graphics and 
reams of statistics, depicting the action 
in detailed 3D graphics, with alt the 
number-crunching handled by the 
computer rather than the player. 

Beholder 2 continues the tradition 
of the first, being good to look at, easy 
to use and - most important - fun 
and exciting to play. To be honest, the 
real improvements over trie first game 
are few and subtle, and it's still a shame 
that the various beast ies son t have a 
few more animation frames lavished 
on their attack animations, but that 
won't put off the fans keen to resume 



it J s more than adequate for the job in 
hand, however Sound is disappoint- 
ing, with a white noise hiss being being 
the player's only audio companion for 
nujsI oj tin jom-nry. In the gomepla> 
department this is a winner, with plen- 
ty of white-knuckle action to get the 
adrenalin pumping. Veterans may 
bemoan the game 's lade of depth, but 
anyone else should find this just their 
cup of tea, with a yummy J am my 
Dodger in the saucer to boot. 



FACE OFF 




their adventures in the land of 
Darkmoon r nor should it deter new- 
comers from making their first trip. 
Highly recommended. 



F45 STRIKE EAGLE II 






game. 

Personally, I'm holding out for Epic 2. 



Price Atari ST/Amiga/JBIVI pc 
£29,99 

Genre Simulations 
Publisher MicroPros^ 
Micro Prose make a departure from 
their usual rigorously-accurate sims 
with this action-orientated affair. It's 
the flight sim equivalent of the Janet 
and John book*, i.e. nice n" simple with 
HO complications. Players have six com- 
bat arenas to choose between, each 
with various missions to select. These 
missions are nearly all simple 'get in. 
destroy a coupje of targets and get out 
ahve' jobs., with the player have to simul- 
taneously defend against swarms of 
enemy jets. Control is via keyboard, 
joystick or mouse and is highly respon- 
sive in each case. 

The screen update is fast enough but 
there are quicker }D routines about - 



Price Atari ST/ Amiga £25.99 
Genre Sport Game 
Publisher Krfsalls 

There aren't that many Ice Hockey 
games available on the Amiga, In fact, 
there aren't any. So Face Off is some- 
thing of a welcome addition to the 
canon of sports games. Worth getting? 
Well, yes and no. Like Manchester 
United burope. if s a very polished game, 
with snrrv ■ ipPT elide m^u and option 

screens. There's a league to participate 
tn p where the player can do anything 
from train the players to rename the 
manager. And like MUE, the player 
can turn oft" the arcade game and con- 
centrate on the managerial side of 
things if they're that way inrliiwi, n r 
alternatively fust play the arcade game 
alone. 

The arcade side of things is okay, 
ah hough some may wish the action 
had just a touch more zip. Certainly 
compared to tA. Hockey it's distinct- 
ly sluggish. Control is simple and easy 
to pick up - shoot, pass or thump via 
the joystick - and the sport is fun, espe^ 
cially when things get a little physical 
and the fists start flying. As standard 
on most sports games these days there's 
a replay function so that that blister- 
ing goal can be replayed again and 
again. Overall Face Off is a rounded 
package, though unlikely to exactly 
grab the public's hnaginatiorL Fans of 
the sport will enjoy it, but just how 
many of them are there in the UK ? 



first foray onto the i6*bit consoles, 
maintaining the same high quality of 
graphics and sound that's made it the 
legend it is in the Amiga market And 
thankfully in this case there's the game 
play to back up the visuals. But if The 
Kitting Game $huw had to be renamed 
for its transition from ihe Amiga to 
the MegaDrive. couldn'i shey have 
come up with something a little bet- 
ter than Fatal Rewind? Apart from the 
fact that it doesn't actually mean much, 
it's a fairly obvious attempt to sound 
like Total Rr&xtt, a film which bears no 
resemblance to this game at all 

The player is put in charge of a 
mechanical walker reminiscent of the 
ED-209S in Rohocop r An agile little 
thing, it can run left and right, jump r 
fire and even climb up the sides of 
walls. Things they can do nowadays, 
huh? The player has to negotiate a net- 
work of platforms in the hunt for the 
exit to the next level Aliens fly on from 
all sides, swirling and warming about 
the screen with the sole intent of see- 
ing the player bite the dust. And just 
to give the player a touch more incen- 
tive to escape the platforms are slow- 
ly sinking iniu a deadh rnd yea. J ft£ 
need to find keys to certain areas adds 
a small amount of depth to the game,, 
but these arcade adventure elements 
never swamp what is basically a very 
classy and addictive shoot- cm -up. 



FIGHTER COMMAND 




FATAL REWIND 




Price Megs Drive £34.99 

Genre Arcade Blast 

Publisher Psyg^jsls/Etectrofiic Arts 

Psygnosis disappoints nobody with its 



Price. Amiga £2599 
Genre Strategy 
Publisher Impressions 

It may be a little late to cash in on 
Operation Desert Storm, hut there can 
be no doubting Fighter Command's 
topicality. Set in the present day Middle 
East, it puts the player in the shiny 
shoes of an allied air corniriander uvho's 
been given a simple task kick the 
stuffing out of the aggressive enemy 
as quickly and violently as possible, 
Bui despite the pretty picture of a jet 
pilot coming into land on the box, 
there s not actually any flight-sim type 
action in the game at all. It s 100% 
pure strategy, with the player making 
all his decisions from a series of con* 
trol rooms, screens and offices. 
Everything is presented by simplistic 
overhead camera views, tactical screens 
and radar displays, 

Everything you'd expect from a rnil- 
itary strategy game is in there - you 
sweep the area with reconnaissance 



satellites to find out where everything 
is, then organise and launch attacks 
against chosen targets, There's a wide 
range of kit available, including stealth 
bombers, fighters and helicopters from 
various air fortes along with exocet, 
pa l riot a nd scud missiles. As the game 
progresses, the player has to keep labs 
on political developments, fuel and 
equipment resources and all kinds of 
other factors which govern the game 
world. 

Actually, considering l here's rarely 
anything really exciting going on on- 
screen, Fighter Command does quite 
a good job of holding the player's atten- 
tion. Most of the screens are static, 
nothing's really very immediate and it 
takes time to learn the basics, but despite 
all this it s still strangely compelling. 
There's plenty to do, lots of strategy to 
get the head round and generally it's 
all very jolly. The lack of any real (light 
action is a major setback, and it's 
because of this that many gamers may 
prefer to wail for Micro prose's forth- 
coming ATAC, In The Works d this 
month- 

iritis; 

FINAL BLOW 




Prict Amiga £15.99 
Gcnrt Arcade Blast 
PwWisKer Storm 

1 actually went to a boxing match a cou- 
ple of months back and people in the 
crowd were genuinely shouting " Hit 
him!" as if it was some sort of useful 
tactic which their chosen fighter should 
employ. One suspects those are exact- 
ly the sort of folks who spend more 
than a couple of quid on Final Blow in 
the arcades. Nothing wrong with the 
celebration of the noble art, and nouV 
ing wrong with having a right old dang' 
ing session in the process, but Final 
Blow has more to do with seeing who 
can hit Fire the fastest than boxing, 
Although the players are endowed 
with plenty of moves a nd the ability to 
block punches, the speed of the game 
completely removes any sort of finesse 
which, after all, is what boxing is all 
about, Even Mike Tyson would con- 
centrate on different areas of the body. 
Hit them in the ribs enough to make 
them lower their guard, and then go 
to work on their face. No such accura- 
cy in f-'inal Blow, since the flurry of 
computerised and human arms makes 
ir impossible to see who's arms are 
who's. The result is a non-stop battle 



oi stic k-s lamming Frustration. About 
the only way to work out who's being 
hit is by watching the energy bar at the 
bottom of the screen. 

So far as a coin-op conversion goeSi 
it's a pretty good job, and in two-play- 
er mode it's alright for a laugh, but the 
original was far from perfect. Amiga 
owners may be wise to hold on tor a 
more rou tided game, 

FINAL FIGHT 




Price Amiga £25.99 
Gef?relteat- , En>Up 
Publisher US Gold 
Yet another in US Gold's seemingly 
endless string of CapCom conversions. 
In Metro City (loosely based on Noo 
Yoik) all is not well. Crime is rife and 
to make a bad situation worse the 
Mayor's right -dreamy daughter has 
been kidnapped by - you guessed it - 
Mr Big, (This old Mr Big certainly gets 
around, doesn't he?) The player and 

optional partner have lo fkr-fight their 

ways through the city's wastelands to 
rescue her. Why? Why not? 

Final Fight is something of a first for 
beat-'ern-ups on the home computer, 
i.e. it's actually quite good. The sprites 
are large and decently animated, the 
background scroll is smooth and the 
action is fast. Someone of the detect- 
ing whether a punch connects or not 
is a little dodgy, but apart from that this 
can be recommended unreservedly to 
anyone who fancies a little aggro with- 
out bruising their knuckles, 

ft Hz 

FIRST SAMURAI 




Price Amiga £29.99 
Genre Arcade Blast 
Publisher Image Works 
Tills is the way that arcade adventures 
should be made! Succeeding in pro- 
ducing a game with the steriod -power 
of Schwarzenegger and some puzzle- 
solving too, Image Works have come 
up with a winning formula. 

The player must avenge trie foul mur- 
der of his Ninja Master by chasing the 
evil Demon King through 24th Century 
|apan. 

On top of all the regular hacking ans 
slashing that you would expect to find 



in an arcade adventure, there are Special 
Items, which can be used a little like 
playing a joker in 11' s A Knockout and 
can summon the spirit of your mur- 
dered Mage- mate to help you though 
some of the more tricky situations. 

While it could be said that the last 
thing the world needs is another mar- 
tial arts game or another collect-the- 
objects adventure, First Samurai 
carefully sidesteps the argument by 
blending both styles in an effective and 
appealing way, keeping both hardcore 
killers and those with more cerebral 
intentions happy 

FLICKY 




Price MegarJrive £34.99 
Genre Platform 

Publisher Sega 

* Don't be put off by the screenshots 
on the hack of the box" is probably the 
best bit of advice I can give about Flicky. 
It looks awful ■ tiny primary-colour 
sprites and garish backdrops. And to 
be honest, things don't improve much 
in the game itself. However, like 
Quasimodo, an ugly appearance con- 
ceals the goodness inside. 

The player controls the tiny bird of 
the title. The lickle darling"s chicks have 
gone and got themselves lost in the 
rooms of a giant cat-infested house, 
Micky has to run and jump about, coh 
lect her scattered brood and take them 
to the safety of the Exit, while avoiding 
die prowling felines. flkky is a won- 
derJUilv playable game, very simple but 
packed with fun. Some may dispute 
whether there's /jj -worth of fun, but 
for those with the cash it's a good pur- 
chase. 

FLOOR 13 




Price IBM PC £34.99 
Genre Strategy 
Publisher Virgin Games 

The myth that strategy games are bor- 
ing has been well and truly exploded 
by a game that's likely 10 convert even 
confirmed trigger-addicts to a more 
staple and intelligent software diet, 
floor 13 offers a new slant on the strat- 
egy genre by basing itself around a 



compelling scenario and offering game- 
play that goes beyond the regular strat- 
egy framework 

Set in present-day Britain, it tells bf 
a government-run secret police force 
that must avert scandals, wipe out sub- 
versive elements and generally protect 
the government from embarrassing 
incidents so that it doesn't fall from 
grace. As Director General of this cor- 
rupt agency, the player is solely respon- 
sible for its operations. 

The game is played almost entirely 
from a single static screen of an office 
desk, onto which intelligence reports 
and newspaper stories arrive from the 
outside world and form the basis of the 
information which the player works 
from as plots and storylines unfold, 
Various sub-departments, such as 
surveillance, interrogation and dis- 
information are the instruments of the 
player's will, with shady agents tailing 
suspects, tapping phones, searching 
premises and even torturing and killing, 
people to achieve the government's 
immoral aims. 

The way in which the game reveals 
information as half-clues and red her- 
rings mean that good detective work 
and thorough cross-checking of intel- 
ligence data is as important as the con- 
ventional strategic skills which are also 
required. It's all thoroughly absorbing, 
very realistic stuff, and comes highly 
recommended, even to those who can't 
normally stand strategy games. 
***** 

FOOTBALL DIRECTOR II 




0t 

Price Atari ST/ Amiga £24.99 
Genre Strategy 
Publisher D&H Games 
Yaaaaaawn. Don't get me wrong, fve 
got nothing against football - there's 
just something implicitly boring about 
management games of this type. Player 
Manager is the exception to the rule, 
firstly because it's so excellent and 
secondly because you got to play Kick 
t )fj with it, which made it doubly excel- 
lent. When faced with something like 
this, though, it s difficult to imagine 
anybody but the most desperate sort 
of gamer or die-hard footy fan actual- 
ly getting any enjoyment out of it. 

Technically of course, there's noth- 
ing to fault it, and the depth that the 
game goes into is commendable - you've 
got your league and \ iap I rophies, finan- 
cial problems, player injuries, team tac- 



sd§ - lory 



tics, talent scouts, stadium manage- 
ment and all the rest of it. On the aes- 
thetic side, however, nothing murh 
seems to have changed since the days 
when these games wen: prevalent on 
the Spectrum about three or Four years 

These days, however, the cheapo 
graphics and sound just don't cut it 
any more, do when something like this 
comes along it seems like a bit of an 
embarrassment, really. But of course 
it's the gatneplay That counts and for 
what it is, Football Director is enter- 
taining enough, and providing you're 
not expecting too much and willing to 
give the game some time, it should pay 
off handsomely. The wiser members 
of the computerised football- 1 1 iar mo- 
ment fraternity will probably want to 
save their pennies for Player Muna^^ 
2, however. 



FORMULA ONE 
GRAND PRIX 




Price Atari ST/ Amiga £34.99 
Genre Racing Simulation 

Publisher MicroPros 



Believe you me, you've never seen i 
radnggame like this, fj&uz 2? Out Run 
F.uropa? Indianapolis 500? Pah! They 
are but children's toys compared to the 
complete and utter excellence of 
Formula One Grand Prix, the latest 
and grea test game from the program- 
ming genius that is GeofT 'Stunt Car 
Racef Crammond. The graphics are 
truly amazing, with highly-detailed, cars 
(complete with driver's helmet poking 
out of the cockpit) literally dooming 
around tracks lined with stands, trees; 
fences and cranes. The sound match- 
es the visuals* with good use made of 
throaty samples for the engine, 

But it's not just the quality of the 
graphics or the sounds tliat makes FiGP 
so special, it's the meticulous attention 
to detail that generates an authentic 
and involving Grand Prix atmosphere. 
Everything you'd expect to find on a 
Grand Prix circuit - stands, bridges, 
tunnels, etc ■ is there (and in the iden- 
tical position they'd be found in real 
life), even extending right down to stew- 
ards pushing crippled cars off the irack 
and engineer crews waiting in the pits. 

The wonderful control over the car 
is the essential icing on the cake, with 
plenty of difficult modi Hers to make 
the game easy enough for Granny 
Smith to play or tough enough to bring 



Sterling Moss out in beads of sweat. 
Indeed, so good is FiGP that it earned 
itself an ACE Trailblazer and the hon- 
our of becoming the new Racing 
Simulation Benchmark. Good enough 
for you? 
***** 



FUZZ BALL 

Price Amiga £ 19,99 
Gmre Phi form 
Pufciisrw System } 

Well, this is a bit of class from the past 
and no mistake, Refreshingly free from 
pretension, System 3's latest is a sin> 
pie yet hugely addictive platform affair. 
The player controls a bouncing ball of 
Huff that has to be guided around a net- 
work of platforms, collecting fruity 
bonuses. Enemy sprites, the Fuzz balls 
of the title, try to stop him. These come 
in four in creasingry ■ aggress rve 'flavours': 
green, purple, black and red. By repeat- 
edly shooting them with his blob gun, 
the player can stun them long enough 
to knock them ott the plaUotm 
However , if the player takes too long 



the FuzzbaU comes to but even nasti- 
er than before. 

As die player progresses through the 
fifty -odd levels more and badder 
FuzzbaLls appear, unkillable monsters 
start bouncing around and the plat- 
form leaps provide an even greater test 
of the player's pixel-perfect position- 
ing powers, FuzzbaU is a classic exam- 
ple of "simple being good'. Hie addictive, 
uncluttered ^ameplay and cute graph- 
ics make this an A -grade winner. And 
there's a right dreamy animated ml m 
to boot, ("Well, you've got to (ill those 
big boxes with something, haven't you?| 



THE GAMES - 
WINTER CHALLENGE 




Price IBM PC £ 29,99 
Ci-nn- Sport Simulation 
Pithkiher Accolade 

This is ? as our rad friends would say, 
mega- wicked! It appeared in the post, 
totally unexpected, and turns out to be 
one of the best games we've seen this 
mouth! Ytah r scikrualy! The j/ljyri (ui 
players - up to ten can take part) com- 
pete in ei^ht winter sports - luge, down- 




Commodore Amiga Cartoon 
Classics Plus Pack 



3 Cr**c GwnwB 
LrmmlngA (PftyjpnEHiH BiiihhJ'i Kill 
l>ir Sh iip^ins wnMia I J if Space MiiiunAo- 
C.H V \nm Plfliwrt «ml Lhe PlamAeen 

ALu EleUutr r*bn HE fFvlcflran*:- AtVj Superb Art Package} 
mad £:Liifi|inin contra mtiiIi iMh i 'up l-Um on board js atandajrt. 



Atari 520 STE Discovery 
Xtrti Pack 

hflh nT rnrmurT. 3.5 1 Diik Ortrt 
Fmu f imH imluded . 

Final Fight. Sim C\ty. KifApe- \rcmi rln- II.ih-i ih 



I hi- H.i\m.,\ VI i : - 1 x r r i :n 



£304.90 
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£ 369.99 



Commodore Amiga 1500 

1 H£f ytiylr ur HT.Tm.Tvrr, twv dJik dr+Tt* umL like IcIlowLi^ 

Hlniij 

Tnkl RITA PuRnlr Home Arrmrtv A Ihe Wbeks ILnieflrnted unnl 
uiweiKHir. spmd sheet and daenboj^ 

£599,00 



1040 STE Family Curriculum 
Pack 

lOltl *l mtitoirrj , 3.S" IH*k HrHvr 
Ftve DMrftdea Of tdiHlAElfraal ■□fLva.rr 

h'luytt: Learn, Junior iiftiaal, DCSK i -.ii i 
t-'rea1h1ly A Ikubvu 

£374.99 
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£329,99 



MONITORS 

CnimiiLKilHire 10S45 .... £239.99 

E > bia]]jps CM HH^ Mk 2 \\ik table, fire 

copy of F 19 and one yew on 

Mtt [Eicdjilcnoncc] £244. yy 



All prices include 
17.5 % VAT and 

Next Day Delivery 
on Larger Items 
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DUNDEE, TAYSIDE 
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FAX ; 0382 400444 
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Citizen I20D+ , 

citizen i24D £ 

Citizen Swift 9 Cc4anr 

Cltlxcn SwLft £4 h CZnhiur 

Canon BJJOEX 

Star LC20 ... 

HliLr IX ?200 rnnno 

Sear LX:24 200 mono 

SEAf LC24-200 rwhnu 



£124.99 

£189.99 

.£ 1 89.99 

Ju2W9.9tt 

.....J249 99 

-K 1 4999 

-£254.99 

£259.99 
£299.99 



AMIGA ACCESSORIES 

Curmarui CAX354 External H&m £50.99 

512K mrmun' upgrade ullJi ilivk rm . £39.99 

Sip.iick Krpl.iiirnii'i ii mm ,„ mm JCJ4.y** 

HhdHbl Hnut -wILh Operallon SteatKh 43^ 99 

DataAyer 500 HLIed with narnh Hard ]>r|w .,,,,,„ £299 9ft 

10S MB ....,....£439.99 

GVP aejlee-i ttMU £379.99 
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1590 A 2000. £244.90' 
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Please allow rive working days for 
cheque 

clearance. Prices are subject to 
change without prior notice , Orders 
recltved by 3 pm despatched same 
day. 



hill ska ling, cross-country skating, 
speed skating, bobsled, giant slalom, 
biathlon and ski jump. All the events 
an* depicted in an effective mix of 3D 
polygons for the* landscape (a bit like 
Midwinter) with sprites for the com- 
petitors and course scenery (trees, 
fences, etc). Sound is less impressive 
- on a basic PC the game is played 
almost in silence except for a between - 
game tune and a crowd cheer when a 
player completes an event 

The player views the act ion from just 
behind and above his on-screen alter- 
ego. therefore getting a good view of 
the action as well as an excellent first- 
person impression of speed. Each of 
the events is relatively easy to control 
and consequently very easy to get into. 
Mke the Epyx 'Games' series, success 
is dependent on timing and control 
rather than hammering the fire but- 
ton, so it's very satisfying to play and 
makes shaving seconds off those best 
times more a matter of skill as opposed 
to physical stamina. 

Despite its superior qualities. The 
<j;dtut j s may gel j bit dull when played 
alone (a criticism levelled at nearly every 
game of this type). However, as a game 
to play with a group of friends it s near 
flawless ■ and that makes The Games 
a mure than worthy purchase to play 
over this Xmas holiday period. 



GUNSHIP 2000 




Price IBM PC £39.99 
Genre? Simulation 
Publisher MicroProse 
Nobody writes simulations like 
Microprose does. This is a highly-real- 
istic sequel to the company's earlier 
mega-hit C unship, which has gone done 
in software history as one of the besl- 
selling sims ever. This sequel is far 
more than just Qunship*. Every part 
of the game has been given a radical 
overhaul. 

Probably the most impressive aspect 
is the revamped graphics system. Using 
a sort of patch work-quill landscaping 
technique, the gameworid has been 
modelled in exacting A-raft, complete 
with rise, hills, mountains, valleys, cut- 
tings, If it's a geographical feature, it's 
there. As usual, the game takes the 
form of a series of pilot-testing mis- 
sions. Unfortunately this complexity 
means that you really need at least a 
if, M H? PC to gel anything approach- 
ing speed from the game. Sound with 
I board is marvelously atmospheric, 



and adds no end to the gritty battlefield 

rod. 

The 'copter control is good, hut ac tn 
ally getting the craft to fly matches mat 
or the real thing, i.e. it's very difficult, 
and certainly makes Gunship zooo not 
the sort of game to cut your sin>play- 
ing teeth on, However, if you're look- 
ing for the ultimate chopper simulation, 
then here it is. 



HARD NOVA 




Price Atari ST/ Amiga £25,99 
Genre Rote-Playing Game 
Publisher Electronic Arts 

Hard Nova's a game that's difficult to 
categorise. Like Starfiight 2 it's a mix- 
ture of styles, boasting strategy us wcil 
as role-playing elements, adventure as 
well arcade space-flight sequences. It's 
the sort of stuff that Electronic Arts in 
America have been churning out for 
years ■ science fiction odysseys with 
alien worlds, sleazy mutant characters, 
big spaceships clanging together and 
all the rest of it. 1 here's supposedly a 
comic edge to this one, with the player 
taking on the persona of wisecracking 
space bitch Hard Nova. 

You can interact with diaracters, RPC- 
fashion, collect objects, do missions 
and trek across the galaxy, kidnapping, 
ferrying cat from planet lo planet and 
so on and so forth. 

It sounds like a bit of a cop out. but 
if this sort of malarkey is your cup of 
tea. then you're liable to have a lot of 
long-lasting fun with it it's just a shame 
that the vast majority of gamers don't 
have the patience to get into it. Well 
worth checking out - the game's got 
plenty of atmosphere (ho hoi), and gets 
progressively more involving the longer 
it's played. Just don't expect to pick il 
up straight away, 



HEIMDALL 




Price Amiga (1Mb) £34.99 
Genre Arcade Adventure 
Publisher Core Design 
After a long string of shoot'em-ups 
and platform games {Car-Vup> Fimfitic, 
Chuck Rock), Core Design has returned 
to more involving territory with 
Hrimd:ill, an isometric arcade adven- 
ture cum role playing game based 
around Viking lore. 





FOR SALE 



Amiga KCS Power board 
including manuals, 
noxed as new. Sell for 
£120* Tel 
861 134 evenings. 



Amiga SOO. CM8B33, 
Monitor, Joysticks, 
hooks, I 1 /2 MB 
Upgrade , I a 3 l u i sagame s. 
tit' II lor £400 ONO Tel 
OH 4 7 62633 evenings. 
Scott. 

Megadrive &S2'ZQ n & 
games, joy pad 2 
apaptors. Atari ST 
520FM, 50 games, 
mouse, joys Lick £3 1 Q 
O N O. David 081 863 

Amiga 5QO retail £1000, 
In eludes 1 Meg 
expai is i on £5 50 
Software, 2. Joysticks, all 
necessities. ii49£> 
O.N.O. OG66 840015 
after 7pm. 

Amiga 1 Meg (3 months) 
Willi 33* g-uiies, vuuilli 
£1 IOO, for at £45Ch 

Contact Yoshi, 29 
Gladstone Street 
Kettering Northants 
NN16 OTP: Hurry! 



HELP LINE 



Please help me. I am 
having major prolems 
trying to sell my cheats 
disk. Over 300 cheats 
from the last 2 years are 
on it. written using ST 
writer and costs £1. Or 
SOp if you fiend your 
own disk for a copy. 
Write to: Jon Treby. 
Five acres. Greenfield 
road, Pulloxhill* 
[Bedford, MK45 5EY. 
Also are you having 
j problems with your 
j games'? If bo I carl send 
j you written replies to 
I games such as Gods, 
Xenon 2, lemmings. 
Kick Off 2 etc. So come 
on + get writing! 

Help needed please with 
Blood wych on S T. Help 
given with Indy and Last 
Crusade. Tel: 0909 
5654 6fi. 

Please could you send 
me reviews, ratings, best 
buys list* and cheats for 
any games on the 
Nintendo* Gamcboy or 
reviews, ratings, be si 
buyers list and cheats 



for the Atari 2«OD 
contact: Wayne 
Kavanagh , Bally Liade. 
Oula. Co Tipperary, 
Elne. 

In urgent need for the 
complete solution of the 
C64 s The Hobbit. 1 also 
would like to know if 
there's a cheat for CG4's 
Elite (no pokes please). 
Here's some more games 
on the CB4 I need help 
with: Midnight 
Resistance, Shadow 
Warriors, BarburiiNi Tl, 
Powerama and 
Vindicator, Please write 
to: 21 Sylvester Avenue, 
Hcavlley. Stockport, 

Stuck on any of these 
adven t u res J Batman - 
The caped crusader, 
Goldnish, Guild of 
Thieves* Hltch-Hikers 
Guide To The Galaxy, 
indy -Last Crusade, 
Jinxter* Kings Quest 
1+2+3, Larry 1+2+3. 

T m-iclng Hnrrnr MsinilTur 

Mansion, Manhuntcr- 
New York, The Pawn, 
Police Quest 2 Beast 
1+2, Snoopy, Space Ace, 
Space Quest 1+2+3. Zac 
Mc-Krai-keii, Zork 1+2+3 
& Zork Zero, if so send 
list of solutions you 
WftUt and a postal order 
for 1 pound solution, 
payable to G, R T Payne. 
With a stamped S.A.E 
(AS size) To: G.R.Payne. 
42 Overbury C resent. 
New Addlngton, 
Ciuydoii. Surry, CRO 
OLN r * 

HelpMT 1 search people to 
exchange games with 
(LB.M, games). Please 
send me your list of 

games: Ido Admon, 2(S 
Averbuch Street. Bamat- 
Hasharon 47400. Israel. 

PEN PALS 

Howdy! ST Penpals 
wanted all over world 
especially USA. But nut 
from Finland, AM, 
Kyrolan Tie, 4-6 C25, 
O4420 JarvenpaA, 
Finland, END* 

^Swapper. Virus Kxpert, 
Sysop? U like 
Swapping? Send a letter 
to met Contacts l Mikko 
Kultakanta Juhulank 34i 
BB O440O JakvenSAA 
Finland, 
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The Heimdall of the title is a human 
gift from the Gods, sent to Earth by 
Odin to recover the three great weapons 
thai will vanquish the forces of evil 
After selecting a crew from the varied 
characters available, Hemidall sets sail 
across the Nordic waters to destina- 
tions unknown. 

Hnr the most part, the game is yer 
basic isometric adventure a la The 
Immortal, although there are some 
interesting strategic and FRP elements 
- all flic characters have differing skills, 
which means that the player must 
switch between them, as in a convex^ 
tionaJ RPG, to perform certain tasks. 
The strategy is provided by the seafar- 
ing section,, where the player must 
travel between the various islands (there 
are three archipelagos, each hiding one 
of the ehtereal weapons and each form- 
ing an independent level) in the most 
efficient manner, 

Heimdall is a fun adventure game, 
although the action, due to the pro- 
duct's FRP overtones, is a little slow- 
er and less exciting than most of its 
counterparts in the genre. In fact, there 
are times when very little seems to be 
happening at alt, and only those who 
are willing to buckle down, make maps 
and all the rest of it. are likely to en joy 
the game to the full. 

That said, it's been designed with the 
utmost care and cleverness, and there's 
enough here to kep anybody glued to 
the screen for some considerable time. 
A fine game. 




ON HAWK 



Wee Atari ST/ Amiga £24.9 9 
Genre Platform 
Publisher Ocean 

Bruce Willis' film was a disaster, and 
Ocean hadn't turned out anything of 
note in the film conversion stakes for 
quite a while, so nobody was really 
expecting very much out of Hudson 
Hawk- But instead of the usual cyni- 
cal and barely -playable licence, what 
we got was the best platform game so 
far this year, Special FX took a big gam- 
ble in its interpretation of the Film by 
chucking 99% of the source material 
out of the window, and getting on with 
the business of just building a good 
game around the film s basic premise 
■ that of a cat burglar stealing valuable 
artifacts from around the world* 

It works superbly, in much the same 
styl^ as farmer platform classics like 
Mario, Rick Dangerous and Swiuhbbdc, 
with small, comical characters playing 



over tortuously-designed platform lev- 
els. It's a class act, without a doubt, 
with fiendish traps and pitfalls lurk- 
ing around every corner. The game- 
play is easily up to console/arcade 
standard, and the graphics and sou i\1 
really do enhance the fun factor because 
they're so jolly. Don't be put off by the 
shoddy licence connotations ■ Hudson 
Hawk is a brilliant game in its own 
right and deserves a place in your col- 
lection. Today. 



HUNTER 




Price Atari ST/ Amiga £24.93 

Genre Action Strategy 
Publisher Act! vision 
It's a sad old world, this one we live 
in. |ust when poor old Acti vision get 
some decent product together, their 
Mcdiagenk daddy goes and pull^ E he 
plug on them. Now r however, after the 
aforementioned 'decent product' has 
been swilling around doing very little 
indeed for the last few months, 
ActivisSon s current putter-outer of 
games, The Disc Company have taken 
it upon themselves to let another trick- 
le orgameyness reach the streets. 

Hunter is the sort of game that you 
dream of playing. A polygon based 
action strategy game will all of the usu- 
ally associated nonsense removed, it 
offers all the "wouldn't it be great if... n 
features which should, by rights, be 
included in all these games. 

Taking the role of the Hun ter, the 
player must travel around a bunch of 
islands, systematically destroying all 
enemy installations in whatever way 
he sees fit. Your particular mission is 
detailed in a briefing where specific, 
immediate targets are detailed by your 
allied commander. 

The best thing about Hunter is that 
there's no messing about. Jf you wan I 
to infdtrate an enemy base, get a dis- 
guise and you're awayf If you want to 
get about, steal a helicopter /jeep/truck 
or sailboard. It's all so easy and brcause 
the unnecessary complexity of basic 
tasks has been removed, the player 
can concentrate on progressing With 
the mission much more intently. 

Excellent graphics and a fasl-pru 
storyline can only add to Hunter's 
already awe-inspiring style. A winner. 

THE IMMORTAL 




Price IBM PC £30 99 
Genre Arcade Adventure 
Pawner Electronic Arts 

lis over a year now since The Immortal 
appeared to great public acclaim on 
the Amiga. A masterpiece of anima- 
tion and game design, it was probably 
responsible for selling a fair few 1Mb 
upgrades. At last it's made it's way on 
fn the PC. and now features ;i couple 
of new enhancements that make it 
any even better game. 

The majority of the game is identi- 
cal. The player guides a superbly-ani- 
mated wizard on his travels around an 
isometric-jD dungeon. As he progresses 
around the corridors, he discovers trea- 
sure, traps and - of course * terrifying 
monsters. In the original Amiga game., 
the fairly complex combat took place 
at the same scale as the rest of the game 
(i.e. small) and it made judging respons- 
es to the opponents lunges and feints 
a touch difficult. On the PC, however, 
when combat occurs the view switch- 
es to a close-up that makes things far 
easier. 

The only gripe from a PC owners 
point of view is that having been spoiled 
by the recent plethora of 256-cotaur 
games, the r(? on display here are a lit- 
tle disappointing. ) low ever P this doesn't 
seriously detract from what is an oth- 
erwise excellent game, and recom- 
mended without hesitation to anyone 
who fancies a bit of dungeon n r drag- 
oniug. 

JIMMY WHITE'S 

'WHIRLWIND' 

SNOOKER 




Prtce r Atari ST/ Amiga £24.99 
Genre Sport Simulation 
Pubfishcr Virgin Games 

Archer Maclean, veteran programmer 
of IK+ and Dropzone is probably the 
last person you'd expect to write a snook- 
er sim. Cue games have been around 
since the beginning of computer gam- 
ing - a few coloured shapes, some angle- 
of-deflection algorithms and away you 
go. But even with the advent of jD 
graphics, none of them have really had 
any element of realism, until now. 

The table is viewed from behind the 
cue ball so the player can line up shots 
as if on a real table. Use view can be 
rotated through various a*es and 



zoomed in on so the player can see 
from virtually every angle conceivable. 
The ball movement is accurate, with- 
out balls stopping for no apparent rea- 
son or going off at peculiar angles. 

Two player games are the best, but 
four levels of computer opponent are 
available for the lone gamer. As the 
player progresses more sophisticated 
tactics can be incorporated, like posi- 
tional play. Swerve, stun, screw and 
every type of spin are all possible, and 
are vital for snookering opponents. The 
end result of JWWS's comprehensive 
and realistic approach to recreating 
snooker is the most authentic sports 
simulation to date. 

LOTUS TURBO 
CHALLENGE 2 

Price Amiga £24.99 
Genre Racing Game 
Publisher Gremlin Graphics 

A worthy successor to the excellent 
lotus Esprit Turbo Chalkngr, this game 
has a number of interesting differences 
to its predecessor. For a start it's a bet- 
ter one-player game, but not so jjood 
for two players. Technically superior 
to the original, there's nevertheless 
something just a little bit lacking. 
Perhaps it's the removal of the laps sys- 
tem, or perhaps it's the tad that crash- 
ing into the other cars really doesn't 
do you that much damage. But what- 
ever, it ain't quite as good. 

I [ywever, it IS a great deal better than 
fifth* driving gsnnev on the mar 
ket. and there's a Link up option allow- 
ing up to four players to race at onc«. 
The action is fast and furious and "he 
control the players have over their cars 
has been greatly improved 

Players must blast their way through 
3 selection of siagefc each boasting a 
particular hazard, whether it be natu- 
ral (snow, rain, sand) or man-made 
(enormous juggernauts mmbling across 
the road}. Graphically superior to the 
vast majority of similar titles t Lotus 
just looks the business, with flashy 
trackside obstacles and a high level of 
detail on the cars themselves, 

Despite being hampered by some 
aggravating deceleration whenever the 
player drives through any water and 
the flawed two player mode, Lotus 2 is 
a pretty impressive game. 

LAST NINJA 3 
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Price Amiga £24.99 
Genre Arcade ArJventure 

Publisher System 3 
We!l r well, well. After everyone has 
been shining up their shoes at the 
prospect of giving System j s much 
touted, much tardea and much delayed 
conclusion of the Ninja series a right 
old kicking, the bleeding thing turns 
out to be great! 

Applying a more arcade-adventure 
angle to the tried and tested Sima for- 
mula, the boys at the System have pro- 
duced a game which ha* all the visual 
appeal of the first two games in the 
series and none of the problems- Well 
that's not quite the case, but instead of 
the game relying so heavily on the fight 
routines which, to be honest *m new 
that good, the emphasis has been 
moved onto the puzzle-sohing element 
which isn't half as hard to implement. 

Spanning an epic quest across a 
bunch or different zones (earth, air, 
fire, water and void) the game contin- 
ually throws up different puzzles which 
the player must solve in order to reach 
the next stage. 

Aside from completing these puz^ 
zles, there's a fair amount of rucking 
to he done too, and the collectible 
weapons add enough novelty to ensure 
that even when the player is doing over 
his twelfth adversary oi the level he'll 
find something new* to do. 

Graphically, the game is realty rather 
special, with the isometric landscapes 
at a stage which must surely be 
approaching the state of the art. and 
the animations of the characters them- 
selves being undeniably fine. Just look 
at the Speed blur on that. 
#### 

LEISURESUIT LARRY 5 




Pncv IBM PC £34.99 
Genre Adventure 
Publisher Sierra On-Line 

He's Larry LafFer! She's Passionate 
Patri! And thev're in a whole lot of trou- 
ble! Leisure Suit Larry 5. the latest instal- 
ment in the impossibly successful 
adventure series chronicles the spying 
adventures of America's Lnourite 
lounge lizard. 

I n what promises to be the mod waj 
adventure in the series, the player must 

giiid* 3 Larry and Pa tin through a world 

of porn and mobsters in the quest to 
keep good honest smut on the airwaves. 



1 ninally taking the role of the audition 
host of America's Sexiest Home Videos. 
Larry quickly becomes embroiled in a 
hair brained underworld plot to get all 
porn oil the normal market and drive 
it underground where enormous prof- 
its can be made. 

It's all pretty standard point arid click 
stuff but this time the player alternates 
between the very different personas of 
Larry and Patti, allowing both to get 
into sexy scrapes and also avoiding and 
particularly severe cries of "Sexism!" 
irom bendy liberal wels. 

Again, the hand-painted 256-colour 
graphics and game design are an excel- 
lent splint for what occasionally laps- 
es into a bout of pretty lame gags. 
However, this time Larry does have 
moments of absolute brilliance, and 
the continual promise of a further saucy 
pic of a top spy in a saucy pose is 
enough to keep you coming back for 
more. No? Well, please yourselves, 

MAD TV 



Price IBM PC £29.99 
Genre Strategy. 
Publisher Rainbow Arts 
My, what timing! Only weeks after the 
big TV franchise debacle and as the 
country quakes in dread at the threat 
of a load of old Spanish comedies and 
crappy game shows filling our screens, 
Rainbow Arts produce a game which 
is all about running your own TV sta- 
tion! If only the geezers at TV- AM had 
the chance to play Mad TV, they might 
still be in business. 

Not only is Mud TV a right laugh, 
allowing the player to have total con- 
frol (with the only limiting factor being 
the budget) over an entire TV station, 
but it's an excellent strategy game into 
the bargain. 

The aim is to keep Mad TV at the top 
of the TV ratings while simultaneously 
winning the heart of Betty, the most 
beautiful woman in town. Taking place 
in a huge skyscraper, the game has the 
player s character hiring around from 
the various offices, buying up films, 
scheduling programs and keeping an 
eye on the all important viewing fig- 
ures. 

Even now and again, your boss will 
crop up and give you some helpful 
pointers. He may be keen that his sta- 
tion win an award for poncey art films, 
so it h * up to you to schedule accord- 
ingly . Now till of this would be a good 
enough hoot on it's own, but w hen you 



considei that Mad TV is a pretty excel- 
lent strategy game with complicated 
interrelations between various depart 
ments and some top notch presenta- 
tion to boot, you would have to conclude 
that you J d be mad, ha-bleeding-ha, to 
miss it. 

MAGIC GARDEN 




Pact? Amiga £24.9$ 
Gears Arcade Adventure 
Publisher Electronic Zoo 

Good God! Whatever next. Having been 
plagued for months by an apparently 
never-ending stream of ceramic 
gnomes, we were understandably keen 
to get our hands on the game which 
they promote. And what a peculiar con- 
coction it is. 

In his endeavours to become 'the 
most efficient gnome\ the player must 
guide a gnome around the eponymous 
magic garden doing, well, this is where 
it becomes a little bit unclear actually. 
He can do pretty much whatever he 
fancies. He can water the Ibwers, He 
can mow the hwn. He can use some 
magic seeds and fly around on the back 
of a big dragonfly! But the gnome must 
be careful, for there are terrible traps 
which live in the garden like big flow- 
ers which can hurt him or tall grass 
which can slow him down. 

And Gnomey had better be careful 
with the number of objects he's car- 
rying, or he will become too tired and 
get hit by lightning and die. But the 
gnome won t get hit by lightning if he 
is exploring the underground caverns 
where the toilet is! Gnomey can flush 
the toilet for extra efficiency. 

Presented in side-on elevation, the 
game looks, plays, smells tastes and is 
just odd. It's as odd as anything I've 
ever seen in my life. Peculiar Beatrix 
Potter style graphics and gameplay 
which quite honestly is tricky to imag- 
ine appealing to the masses make 
Magic Garden a true enigma. 

MARTIAN 
MEMORANDUM 



Price IBM PC £35,93 
Genre Adventure 
Publisher Access/ US Gold 

Once again a game pretends to be an 
'interactive movie' and turns out to be 



little more than a simplistic adventure 
with flashy graphics and sound. But in 
Martian Memorandum's case the aes- 
thetics are enough to make up lor the 
game design's shortcomings - or at least 
they seem to be for the first few hours. 
The game uses digitised video footage, 
sampled speech and tilm quality music 
to set the scene (the story casts you as 
a futuristic private detective who must 
travel to Mars to track down the kid- 
napped daughter of a famous indus- 
trialist), and it works very well, creating 
a strong sense of atmosphere and 
involvement, 

But as is so often the case with games 
of this type r the effect of these flashy 
gUTimkks soon wears off and when you 
actually buckle down to play the game 
you realise that there isn't really that 
much to see or do. An ardent adven- 
turer could easily complete it inside of 
a week, because the linear game design 
means that it's almost impossible to go 
down the wrong track ■ it's as if you're 
being guided by an invisible helping 
hand, and that's not very satisfying. 
Both Rise Of The Dragon and Heart Of 
China offer similar and more satisfy- 
ing experiences, so if you've got the PC 
muscle to run so demanding a prod- 
uct, you'd be well advised to check either 
of those out instead. 

MEG A FORTRESS 




Prtce IBM PC £34,99 
Genre Simulation 
Publisher Mind scape 
The trouble with games based on tak- 
ing every single role in a big, stupid old 
plane like the B-jz is that virtually every 
role is mirid-numbingjy boring. I mean, 
who honestly wants to plot their course 
across thousands of miles of terrain 
using a 3D terrain mapping computer 
or have to fiddle around with 1 Jfrasound 
frequencies in order to jam the enemy's 
radar? 

The aim of the game is to pilot a bat- 
tle-scarred B-52 across both Iraq and 
the Soviet "Union', keeping the loca- 
tion and aim of your mission utterly 
secret until the awesome tonnage of 
firepower can be unleashed on the tar- 
get. Unfortunately, for all it s gung-ho 
packaging and intent, Megafortress is 
just a very good simulation of a rather 
dull business. Far more fun can be had 
in any of a host of more recently released 
flight games, and Mkruprose's Stealth 
Fighter series even offer similar creep- 
up-on-thi -viK'iiiy antics for those play- 
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ers who are especially keen on that sort 
of th ing, 

Perfectly competent both graphical- 
ly and on the play front, Megafortress 
has missions designed by real ^-52 
navigator and best selling author Dale 
Brown, although it's one of those games 
that I guess you really need to have 
experienced the reaJ tiling to appreci- 
ate. 

MEGA LO MANIA 




Price Amiga £24.99 
Genre Arcade Strategy 
Publisher Image Works 
Released amid a bunch of God-sims 
that are still coming thick and fast, 
Mirrorsoft's offering has fared better 
than most, steering sufficiently clear 
of the Big Daddy Populous while not 
being afraid to borrow little bits here 
and there where appropriate. 

Set in an alternate universe, Mega lo 
Mania is all about the quest for power. 
Power over a set of worlds, each made 
up from a suite oi islands r to be pre- 
cise. New worlds are fur rned and intel- 
ligent life is placed upon them, upon 



which interstellar freeloaders descend 
and try to seize the reigns of power for 
themselves. 

The conflict arises, needless to say. 
when inore lhan one freeloader takes 
a shine to a particular island. Since 
each area can only have one ruler, a 
campaign of imperialism begins, with 
each player trying to use the forces at 
his disposal to overthrow the others. 

Each island exists within its own time 
period, and the rate of development, 
intelligence and so on or its inhabi- 
tants is governed accordingly. Players 
quick to invest time in invention and 
the refining of natural elements, rather 
than simply running around hitting 
the others with sticks are more likely 
to succeed. 

M EG ATRAVE L LER 2: 
QUEST FOR THE 
ANCIENTS 




Price \BM PC £TBA 
Genre Role-Playing Game 
Puoii&ner Empire 

Hi is latest U K release from American 
software team Paragon is none too sur- 



prisingly a sequel to McgaTrawlter v 
Tfi£ Zhcdani Conspiracy. As before, the 
player leads a team of Five space adven- 
turers through toil and trouble to {hope- 
fully) riches and fame. This time 
around, the player task is to find a way 
to halt the flow of toxic slime emanat- 
ing from a mysterious set of ruins left 
by a dead race called the Ancients. But 
are they dead? That is up to the play- 
er to find out... 

Sporting liigb-quality 2.56-cokiur VGA, 
this is certainly a treat on the eye, and 
the ear^ as well with a suitable sound 
card. The game itself is an RPG in the 
Ultima style, but not half as rigorous 

- which for many will be more lhan a 
blessing. The story is fun and involv- 
ing, with plenty of sub-tasks to per- 
form that provide welcome and often 
amusing relief from the mai n plot. If 
one has a minor niggle it's that the 
space combat - which you'd think would 
be the most exciting part of the game 

- is flat and dull, with little sense of 
player involvement In summary, high- 
ly recommended 

MEGA TWINS 




Price Atari ST/ Amiga £25,99 
Genre Platform Game 

Publisher US Gold 
There's big trouble in the land of cutey 
things. A dark shadow, etc, etc. has 
fallen across the land, and it's up to 
the two sweetest and most unthreat- 
erting warriors ever to grace comput- 
er software to save the day. At its core 
Mega Twins is a platform game - one 
or two players guide their cutesy lieroes 
through level after level of ledges and 
chasms, seeing off the attacking mon- 
sters with a lunge from their liny lit- 
tle swords. Magic orbs can be found 
along the way tturt act as super weapons, 
which are particularly useful against 
the super-tough end-of-level nasties. 

As a conversion of the CapCom coin- 
op Mega Twins is hardly startling, but 
it's competent enouglL Apart from the 
slightly turgid pace of the action, the 
main thing that prevents Mega Twins 
from making any real impression is 
the lack of excitement, There are no 
real thrills on offer - the platform de- 
nse m ls minor, and having to endlessly 
Lap fire to jib the bcaatks into obliv 
ion is hardly opening up whole new 
vistas of tele-visual entertainment. The 




FOUR GREAT GAMES 

and all this Maths revision,,. 

Times Tables 
Addition 
Subtraction 
Multiplication 
Division 
Fractions 
Decimals 
Using calculators 
Shape & Space 
Money problems 
Measurements 
Number patterns 
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final nail in the coffin is 
the whole thing is i 
competent player will 
way through the game 
of credits. Mega Twini 
potential, but whether ifi 
the original coin-op or the 
it's actually turned out tobr 
rather than Mega. 



MERCS 




1TC29M SUPER 
FULCRUM 







Price Megadrive £3 9 99 
Genre Arcade Blast 
PiMUher Sega 
As if Megadrive owners 
quite enough shoot -tfctt 
them happy well into the 
ry, here's another 
the joypad. The player 
with a bullet-headed 
increasingly weD defended 
lations in your 
President, Even the 
multi-directional 
ful power- ups fail to 
above the rank and Be of 
ups. Solo play is 
of fortune who prefer to 
who haven't got any 
thrill factor of such 
pretty limited. 

Equipped with 
weapons, the ovCT-muaticd 
gradually work their 
picking off rebel 
or lurking in gun 
firepower and stieq ^ h 
can be had by destroying 
ous crates lying about 

Players can speed their 
through the frequently nxesonie 
els by jumping into a semi-bunxd 
jeep and roaring up the 
bit is quite amusing, as you can run 
down the enemy soldiers or blast them 
with the jeep's in built bazooka 

As well as the requisite endnDf-level 
guardians (which here take the torm 
of an assortment of military hardware 
- planes, helicopters, tanks, etc) the lev- 
els are reasonably well broken up with 
bigger foes in the shape of guntowers, 
machine gun nests and the like. 

Aside from the problems thrown up 
when a game controlled by the joypad 
necessitates diagonal firing (the enemy 
troops always seem m a Mack on a diag- 
onal) Mercs has a brace of other inad- 
equacies up its sleeve. It looks poor, 

nfT**r* abpfihTfply no originality and 

when played solo is a crushing bore. 




PC £34.99 
Ion 

t Domark 

tag on an already successful 
Domark have done away with 
flf ihc longevity problems of their 
Same and have set this game 
epic backdrop of conflict in 
America. Taking the role of 
of a United Nations controlled 
r player must launch himself 
airspace from a solitary 
tied airbase - his mission 
gradually erode the stinking rebel 
grasp on the area by blow- 
their supply lines and destroy- 
ed depots. 

that the company most 
•ciated with not especial- 
coin-op conversions should 
such a classy simulation, and 
I null il may be tougb lor Hu m 

fad fee right audience. Nevertheless 
product it is, with a bunch of 
views and a flexibility of mis- 
structure enabling the inventive 
to try his hand at planning his 
es for doing away with the 
threat. 

Also included in this game is an 
tation of the real MiG's fly- 
W-«rTrf system, an auto-stabilising 
which prevents the plane from 
around all over the place like 
a bqg gpri's blouse. Most handy in corn- 



surprising] y enough, in 
graphics, MiC beats the com- 
on the ease-of use front r even 
if it is a bit tricky to imagine it out- 
lasting some of the more intense 
Mscroprose products. A winner. 



MIGHT AND MAGIC III: 
ISLES OF TERRA 




Price IBM PC £3439 
Genre Role-Playing Game 

Ftjfrrstol^tt^ 

"Hy my rnighty sword of Zorak I, Hagor 
[)ragnnbone 3 musi smite the evil doom- 

fe*gimi-E of Krynn before the alignment 

of the six moon- worlds! n Yes, well, you 
get the general idea. Might And Magic 



1 1 1 is yet another delve into the much- 
explored realms of FRP garni ng r this 
time coming over as a cross between 
Dungeon Master and The Bard's Tale. 
Is it just me or has the whole FRP genre 
been done to death so badly that there's 
just nothing new anymore? 

This thud Mighl And Magic outing 
would seem to support that argument, 
as apart from some very flashy VGA 
visuals and soundboard sonics, there 
seems to be very little new or inter^ 
esting on offer, except maybe for that 
ever-persistent fraternity of die-hard 
RPG fanatics. As you'd suspect, the 
scenario is about as hackneyed as one 
is ever going to get, with some clap- 
trap about returning the Ultimate Power 
Orbs (mm m, yes!) to the King. What 
that involves is selecting a party of 
dwarves, ores, heroes, warriors and all 
that, and then wandering about fight- 
ing with dragons, collecting treasure 
and picking up clues. 

The game itself actua I ly is very pret- 
ty, but for the most part the adventur- 
ing is pretty slow and insubstantial. 
Considering, however, how conditioned 
FRP garners have become. 1 doubt that 
anybody who's likely to buy it will be 
disappointed by what thev hnd. 



MONSTER BUSINESS 




Price Amiga £24, 98 
Genre Platform 
Publisher Eclipse 

The mad meanies from the big forest 
have once again broken loose, and are 
searching for little items they can steal 
completely spoiling Mr Bob's con- 
struction site. Become Leroy, the best 
beast buster around and blow all these 
nasty little monsters sky high! A goal 
in life if ever there was one. Monster 
business, the epitome of the average 
arcade game features stupid graphics 
and a doubly stupid premise - to retrieve 
all the objects from the building site, 
l.eroy must blow up ail the monsters 
with some sort of fatal bicycle pump, 
causing them to inflate and eventual- 
ly rise to the top of the screen, drop* 
ping all their objects as they go. 

Despite the idiocy of the whole a flair, 
Monster Business is actually quite good. 
Different screens each present a dif- 
ferent sort of hazard, whether it be slid- 
ing platforms or a speedy time limit, 
and the player is so interested in try- 
ing to get the the end of the level that 
he probably won't realise quite how 
crass and daft the game is. 



Smart graphics and it-could-only-be- 
Gerrnan music help Monster Business 
rise about the pack and shine out as 
an example of what arcade games 
should be about. It s like an Abba 
record, if you know what 1 mean. 



NEBULUS 2 




Price Amiga £25,99 
Genm Platform 

Publisher 2 1st Century 
Errtertainnient 

Rising from the Hew son ashes like a 
phoenix looking exceptionally like what- 
ever it was before it was burnt, list 
Century Entertainment aren't having 
much luck at the moment. Not only 
are they having some considerable dif- 
ficulty with their Megadrive product, 
but the one game that looked like it 
could actually make them some money 
has turned out to be somewhat of a 
disappointment. 

The European coders responsible for 
sequelling John Phillips' original clas- 
sic have done a bit of a bolch job, min- 
ing the gameplay that made the First 
game so excellent by piling on lots of 
inane and useless power-up type fea- 
tures. The classic formula has been 
totally swamped by the sheer weight 
of these new 'ideas', and as such any- 
body who enjoyed the: first gUSBf i-S 
likely to be very disappointed by this. 
However, it is quite pretty and r at least 
for those who haven't seen the first 
gaitfe, not a total washout on trie paya- 
bility front. But while the first game 
knew exactly where the ackHction/frus- 
tration threshold was, Nebulus 2 steps 
fixer it like it wasn't even there. Not 
recommended. 



OUTRUN 




Prke Game Gear £24.09 
Genre. Racing Game 
Publisher Sega 

It may be an oldy but it certainly isn't 
a goldy ■ at least, not in its Gear incar- 
nation it isn't. Out Run is arcade rac- 
ing action stripped down to its basics 
- the player has to drive a red Ferrani 
through four stages, avoiding other 
traffic and those pesky stationary road- 
side obstacles. It s all against the dock, 
with the plaveT being awarded precious 
extra seconds every time he completes 
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one of the stages. And... er,.. that's just 
about it. 

The impression of spi.vd (achieved 
using good colour banding) is fine, 
although the objects grow in an annoy- 
ing] y coarse and chunky fashion. 
Unfortunately ihe number of roads ign 
objects is small, and the number of 
cars on the road even smaller ■ even 
on the hardest stage I only counted two 
other vehicles on the road at tops. Very 
poor. Worst of all it r s ridiculously easy 
■ 1 completed the game on my third 
go. Yes, really! The only real mark in 
the game's favour is the ability to play 
head-to-head with another Gear owner, 
but even then the thrills are Few and 
Far between. Not gout ! 

■ * 

OUTRUN EUROPA 




Price Atari ST/ Amiga £25<99 
Genre Racing Game 
Publisher US Gold 

At long last! A game that has become 
a legend, along with the likes oF Star 
Trek and Birds of Prey, over the last cou- 
ple of years, simply because it's taken 
so bloody long to come out. The orig- 
inal idea wys ui release the product to 
cash in on the wave of euphoria from 
the original OulRun conversion - which 
should give you an idea of how long 
we've been waiting tor it. We ended 
up getting the offiical sequel, Turbo 
Out Rim first, which wasn't much cop, 
and now we've got this, which isn't 
either. 

* The basic idea is that the player has 
to take charge of a variety of vehicles - 
car, bike and boat as he races over 
vat Lous land ajid-^'n sl.ip^ lo deliver 
a vital package, while international 
agents are out to stop you. lt r s all a bit 
ludicrous really, and what's seeming- 
ly supposed to be a cross between 
OulRun and Chase H.Q. with extra 
knobs on is in fact a bit of a shoddy 
mess. The road sections aren't much 
fun to play because control of the vehi- 
cles is so bloody over-sensitive, and the 
enemy cars just keep on getting in the 
way in a way that isn't conducive to 
gameplay at all. but is just very Frus- 
trating. The boat bits don't even bear 
think about because they're so unjust 
and difficult and 99% of players will 
probably put their foot through the 
monitor screen within five minutes of 

loading it up. ! a Iking of loading, the 
constant disk accessing is a pain in the 

116 jgm 



prostate, and it all hardly seems worth 
it when ifs not even very dear what's 
actually g^ing on in the game. There 
are far better rate games available, so 
don't waste your precious time pon- 
dering over this one 
ft 



PEGASUS 




Price Atari ST/ Amiga £15,99 
Gmrc Arcade Hlast 
Publisher Gremlin Graphics 

Oh deary deary dear. What a shame 
that just when Gremlin starts getting 
a good reputation for itself with its 
classy product of late,,it turns out a 
piece of tripe like this. Based very loose- 
ly on tile classic Greek myth, Pegasus 
is a weird half-and-half mix of R-Typt 
style shoot-'em-up action and run-along- 
and-diop-up-the-baddies platform stuff. 
This mixture of airborne and ground 
based action is supposed to give the 
player variety and keep him interest. 
En practice all it does it get very boring 
very quickly. 

In the shoot-'em-up section, Perseus 
(or Percius, as the box incorrectly spells 
1 11^ name) flies along on the back of 
the mythical winged horse, which is 
animated in an atrociously uncon- 
vincing man t lit. ami blasts away at the 
attacking gargoyles, demons, harpies, 
etc. When he's survived this onslaught. 
Pegasus lands, Perseus dismounts and 
the ground section begins. This hap- 
pens 50 times (25 air sections, 2; on 
the ground), by which time the player 
has probably torn all his hair out. kicked 
in the TV screen and lobbed his com- 
puter out nl the window. 

It's not that MeL-asus is a bad idea ■ 
it's just that it's been executed in a such 
a God -awful lazy and unimaginative 
manner. The action in the horsey bits 
is sluggish and annoying, while the 
ground levels lack any of the 6 nesse 
of, say; Switchblade II. The fact that 
there's lots of it doesn't make it any 
more of a viable purchase - unless you're 
a masochist of course. Complete with 
all manner of intolerable spelling mis- 
takes within the game j^exi stance" 
instead of "existence", "new" instead 
of "knew"), Pegasus would have only 
just made the grade two years ago r or 
on public domain today To ask f iG 
quid for it when it falls so horribly below 
today's standards of graphics and game- 
play is a bit on an insult. Avoid. 



PITFIGHTER 




Price Amiga £25,99 
Genre Beat-'Em-Up 
Publisher Doma rk 

If ever there's a prime example exam- 
pie of an excellent conversion of an 
average coin-op then Pi [fighter is it. If 
you're an arcade goer then you're prob- 
ably more than familiar with the game. 
With its giant monitor screen, three- 
sets of player controls and stand-out 
digitised graphics you could hardly 
miss it Trouble was, underneath the 
unique flashy visuals and meaty sound 
lurked a distinctly dull beat-'em-up, 
made even worse by the confusion 
caused by the grainy-looking graphics. 
Where's my bloke gone? Is he hitting 
me or not? You know the sort of thing. 
All in all a less than rewarding expe- 
rience. 

In converting Piriighter for the home 
systems, Teque London have actually 
improved it a Hell uf a lot. Indeed, if 
you liked the coin -op, chances are youU 
like the home game even more. The 
graphics, which have retained pretty 
ninth all of the flash special FX of the 
coin -op, are clearer, and the slower 
pace makes the game much easier to 
play. The joystick controls are a little 
un instinctive, but it only takes a few 
goes ro get the swing of things. But as 
good a conversion as it is, it still can't 
compensate for the fact that funda- 
mentally Pitfighter's about as exciting 
as tapping a fire button all day. Which, 
er. in Pitfighter is pretty much what 
you spend all your time doing, 

POPULOUS II 




Price Amiga £29.99 
Genre Action Strategy 
Publisher Electronic Arts 

Awesome! One of the greatest games 
of all rime just got considerably better. 
Bullfrog s long-awaited sequel is just 
so excellent that it's difficult to find the 
words to describe it. Basically, it's prety 
much the same game - guide your fol- 
lower* ^nnugh a series of apocalyptic 
battles, God versus Cod, over count- 
less isometric worlds. 

From ihat point on, however, it's a 
whole new ball game. Whereas the 



original game had only a hadful of godly 
effects. Populous ] f has scores of them, 
many much more deadly than any- 
thing encountered in the firs I game. 
I he plethora of extra features (road 
and city building, effects that interact 
with each other, experience points that 
build up as you progress) make 
Populous II a far more involved and 
rewarding experience than the origi- 
nal. Absolutely phenomenal stuff. 
Populous Mis a game that you really 
REALLY cannot afford to miss. Buy it 
immediately. 

RAILROAD TYCOON 

Pries Amiga £35.99 
Genre Strategy 
Publisher Micro Prose 
The ACE Benchmark game makes it's 
way onto the Amiga, and what a fine 
conversion it is! Building a railroad 
empire across the USA at the turn of 
the 20 th Century may sound like hard 
work, but for those who like their strat- 
egy to run deep, Sid Meier s simula- 
tion of that very pursuit is fun Fun 
FUN! We know its difficult to imag- 
ine how, but trust us, it is. The feeling 
of power is paramount as you Lay your 
track from sea to shining sea. conduct 
big-time business and generally earn 
loads of cash. 

Beginning life as an entrepreneur in 
the early 1800s, you must rum a small 
slake into the biggest stakp in railroad 
industry lii story everf By taking con- 
trol of every element in the decision 
making process which makes the rail 
road work, the player must handle tiny 
details as well as broader political and 
economic issues, all at the same time 
as competing either with a friend ot 
• against rival tycoons from history. And 
even element of the game is repre- 
sented with top-quality graphics to 
make even the most number-crunch- 
ingly intense sections of the tide easy 
to manage. Meier's excellent user inter- 
race and the sheer precision of the ^pme 
design and balance compared with the 
top-notch power of the Amiga make 
this version of the game an outright 
winner, F lighly recommended to all 
and sundry. 

RISE OF THE DRAGON 
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Price Amiga £34,99 
Genre Adventure 

Publisher DynamEx/Slerra OrvLine 

Amiga owners have been scrambling 
to become the First to purchase this- 
the first or a new wave of Sierra games 
helmed by the perennially popular 
Dynamix team. But they should be 
warned. While Amiga owners get to 
enjoy just as many visual thrills and 
plot twists as their PC Pals, they pay 
the price of swapping ten (count every 
last one as it slips in and out of your 
drive for the umpteenth time) disks, 

However, if you're willing to pay the 
access-time price, Rise is an extreme- 
ly rewarding product. The player takes 
the role of a futuristic detective, a real 
Marlowe type, slugging his wav through 
a drujr addled city of sleaze, the Last 
remaining obstacle between the my** 
terious Dragon and total control 
entire planet! Played in fii 
perspective, the game uses the i»*yp- 
ing-necessary control interface which 
Sierra have made their trademark. 

This is another cxarnpje of die nMCf- 
acove movie deal which American com- 
panies are so fond of forcing down our 



throats, but for once it isn't too bad- 
Tberc is actually a story heref And there 
is actually some adventuring to do. The 
player must investigate the strange 
drug-related death of trie Mayor's daugh- 
ter, interrogate scummy criminals and 
do all the other stuff that private inves- 
tigators have to do. Wire taps, open- 
ing other people's mail, hanging out 
in low- rent strip joints. What a life. 

And it's all in those lovely hand drawn 
graphics. Mind you,., all those disks.,. 



ROBIN HOOD 




Price IBM PC £30.99 
Genre Arcade Strategy 
Publisher Millennium 
Mercilessly coat-tailing the publicity 
of the recent batch of Lincoln green 
movies. Millennium's completely un- 
licensed version of the tale is surpris* 
ingly entertaining. 

Presented in Popwtows style, the game 
sticks to the classic storyline of Robin 

of Locksley being booted out of his 

lands by the evil Sherrif of Nottingham, 

deserted bv his people and left to fend 



for himself. 

The player, taking the title role of 
course,, must assemble a band of merry 
men and set about doing away with 
the nasty old sheriff once and for all. 
An equally important goal for the play- 
er is to convince all the peasants and 
other inhabitants of the forest and its 
environs that Rob isn't the murdering 
thieving blaggard that the Sherrif has 
described to them but is a lovely kind 
hearted soul. 

Aside from .combat and object-seek- 
ing, there's a refreshing amount of 
genuinely funru dialogue in the- game 
too, with the characters camping up 
their roles to the best of their ability. 

It's an extremely enjoyable and inno- 
vative arcade adventure cum strategy 
cum role playing game who's worst 
failing could be that the plot is so farnil- 
iar the player is compelled to play 
through to the very end as soon as he 
physically can, thus diminishing the 
appeal of return visits. 



ROBOCOD 




Price Amiga £25.99 

Genre Platform 
Pub/fe/rer Millennium 

And about time too. Computer own- 
ers have been waiting a long time for 
a platform game good enough to wave 
in the faces of the smug console own- 
ers, revoltingly proud of their Sorties 
and their Marios. And here it is. 

Robocod wins few awards for its orig- 
inality. There are elements of just about 
every running u jumping game from 
Manic Miner onwards in there some- 
where, but thanks to careful design 
and wise miriiig and matching of game 
styles the end result is far more than 
the sum of its parts. 

As in Marie IV, the core game task 
is simple - get from one end of the 
level to the other, and jump on the 
heads of any bad guys to wander past. 
Of course, in practice there's a bit more 
to it than that. Some of the 70+ levels 
see Robocod travelling through the lev- 
els in a boiarKing car, a spluttering prop 
plane and even an old enamelled bath! 
There are even some areas where Cod 
swims around ■ much like he did in 
the game s prequel James Pond. 

In fact, It's Lhe sheet variety uf the 
game - along with the superbty smooth 
control o\ r er the fishv main character 



TO PLAY TODAYS GAMES YOU NEED 
TOMORROW'S TECHNOLOGY. 

WE SUPPLY THAT TECHNOLOGY. 




Vmt our centre, write or phone to more 
derails Finance detail* 011 irqum 
can deliver nationwide 

r 

Cornwall and Devon 

COMPUTER SYSTEMS 




Cornwall & Devon 

Computers. 
Hexworthy, Barton! 
launccston, Cornwall 
PL15 9NL. 





All price* exclude VAT and 



Teh 0566 772610 
Fax: 0566 772685 



A range of machines to play today s leisure 
games as they were designed to be played 



Elite Garnet System -286 16Mb* 2Mb 

System RAM., < .,..£1049 

Superior 25 Gurnet System - 3S6*i 2E&Mhz 

2Mb System RAM.,.«* ...£1 159 

Ultimate 33 Game* fcyitem » 286 DX 33Mhi 

64Kb Cache 4Mb RAM.,, £1399 

Ultimate 40 Games System - 280 dx 40Mh* 

64Kb Cache 4Mb RAM..... IS *** * ,.,£1449 

The Machine 480 - 33Mhx 128Kb Cache 8Mb 
System RAM . •.,„,£] 79*9 

Both 3.5" High Denilty Floppy Drive* 
43Mb Hard Drire 
1Mb Video Graphic* Card 
SVGA 14" Colour Monitor 
rapport* up to ami Including 
1024 788 Resolut Ion 
Somidhlaater Version 2 Sound card 
Two 1-306 Twin Speaker System with built In 

Amplifier 
Mouar Joystick (Quicks hot Warrior 5) 
Mini Tower Caae or Desktop 
Choose £100 of the la teat software 
MS DOS 5 

3 Tear Warranty 



IOC S OF GAMES AVAILABLE. 
PHONE FOR PRICE. WE BEAT THE RESTMH 

All ays terns are installed with the guinea of your 
choice, before despatch 



^117 



/lewsoireci 



- thai makes it such a joy to play. Every 
level features something new, either 
in graphics or gameplay r and there's 
little chance of boredom setting in. The 
wonderfully cute sprites, bright and 
cheerful backdrops and sing-alongahle 
tunes are excellent too. All in aJ], 
Robocud a polished, playable and - 
thank Cod -fun slice of platform pie 
that you'd have to be criminally insane 
to let slip by. 

ROBOCOP 3 

Price Amiga £2539 
Genre Arcade Blast 

Publisher Deem 

Robocop? In ]D? Nah, it'd never work 

- would it? Welt, the good news is that 
itdoesf Indeed, Digital Image Design's 
unique slant on the Rohocop j movie 
licence arguably make it the best tie- 
in yet. 

In essence r Robocop 3 isn't that dif- 
ferent from almost every other film tie- 
in, It's an amalgam of several ^me 
sequences - a bit of shoorVem-up, a bit 
of driving, a bit of beat-'em-up ■ where 
the simplistic gameplay is compen- 
sated for by the sheer variety on offer. 
However, in this case there's another 
factor ■ DID's ground-breaking solid 
3D. 

Rather than watching some sprites 
leaping about a zD backdrop, the play- 
er views the world through Robo's eyes 
as he patrols the streets of Old Detroit 
on foot, in a police car and even in the 
aii thanks to his new Gyropadt. The 
atmosphere generated, especially in 
the foot patru! sequences, is quite unbe- 
lievable. The only weak links in an 
otherwise incredibly-strong chain are 
a couple of feeble hand-to-hand com- 
bat sequences with a rob >in Ninjuassas- 
sion - the combat moves are limited 
and the action sluggish, 

However, those sequences apart, there 
are f requent occasions during the game 
that the player actually does feel as if 
he is taking part in a film, And at the 
end of the day, isn't that what you 
should be buying a film tie-in for? 

ROBOZONE 




Priie Amiga £25.99 



Cmrv Arcade Blast 

Publisher Image Works 
Trying to hop onto the Green band- 
wagon (and missing by about six 
months), Imageworks latest and cer- 
tainly not greatest puts the player in 
the driving seat of a giant two-legged 
war machine, a sort of cut-price ver- 
sion of the one in Psygnosis' Killing 
Game Show, with a mission to put an 
end to pollution. Hoorah!. 

Fundamentally Roboion* ■■ .-implr 
blast-anything-that- moves affair, with 
the programmers trying to maintain 
player interest by constantly changing 
the play style. One level's a side-viewed 
m ul t idi rec tional-scro I ling explore-n'- 
shoot, the second's much the same but 
in 3D and the third s a horizontally 
scrolling shoot-'em-up. While each is 
programmed well enough, there's pre- 
cious little fun or exritement to be found 
in any of them. 

The really annoying thing about 
Rohozone is it's pretense To being 
J Green; - the manual is littered with 
Top T ips about how to help save the 
environment One states pompously; 
"If you have a choke, avoid buying 
packaged goods." Considering that 
Uobowne comes in a giant box with a 
single disc and a Thin manual rattling 
about inside, the irony of this state- 
ment beggars belief. Probably the best 
tip is the first one; "Try not to waste 
energy." Imageworks, having played 
this I already have. 



RODLAND 




Price Amiga £25 9^ 
Genre Platform 

Publisher Storm 

Stomach-empty in gly cute it may be r 
but there's no denying that Rodland is 
a fine game. The Jaleco coin-op wasn't 
particularly noteworthy, finding itself 
adrift in a sea of graphically excellent 
games upon its release. Now, howev- 
er, the conversion seems to have 1 
cropped up when the highest-profile 
cute game over the moment {Magic 
Packed) has failed to meet expectations. 

The player must work his way llirough 
a massive suite of screens, collecting 
points n r power up* and killing mon- 
sters with his rod (hence the name) by 
bashing them into the floor. 

The end of each level is marked by 
the arrival of an enormous end of level 
bad guy such as an elephant, who, 



despite looking about as threatening 
as a big lump of cotton wool in a knit- 
ted bag will do for the players forth- 
with. Interestingly enough, the player 
can opt to play a girl if he/she wants, 
not that it makes much difference to 
the playing style. And to be honest the 
J boy' looks so Needing effeminate you'd 
never know anyway. 

Chock-a-block full of excellent visu- 
als, Rodland is a fine conversion and 
it could even be argued to better its 
coin-op parent, as control over the char- 
acters has been improved. Certainly 
not a title for gamers into depth or 
gung-ho blasting, but a nonetheless 
worthwhile purchase for anyone else. 

RUGBY - THE WORLD 
CUP 




Price Atari ST/ Amiga £24.99 
Gemr Sports Arcade 
Publisher Do mark 

Hey! It's Scrum Off. Well, not quite, 
but it ie a pretty blatant ancmpt by tin 
Doms to adapt Anco's footy classic style 
to the rough n' tumble, if you will, 
'world' of rugby. Of course, as any fule 
kno> rugby and football are very dif- 
ferent sports, with the former lacking 
the non-stop speed of the latter. Not 
then r perhaps the h^cr game tr* try to 
shrink to Tit into Kick Q[f s hard and 
fast playing style 

However, as it 'appens, it all works 
pretty well. Sure, the action is a bit slop 
and start, but there is a definite flow 
to the game and iew lapses in pace. 
TJi e game is viewed in plan view, with 
the pitch scrolling to follow the play- 
er' s... er.,. player (who is, natch, the 
one nearest the ball). Throws and kicks 
are controlled simply by the joystick, 
and it lack* (he subtlety of Kick Qf" (no 
aftertouch here). Scrums are a case of 
frantically waggling the joystick to force 
the opposition back, and this is fine - 
unless you're playing the All Blacks, 
in which case you need to waggle a 
sunlight speeds to beat them. 

In fact, that's probably the biggest 
criticism - the lop teams are too tough. 
There are other minor niggles, such 
as the way player sprites overlap on top 
of each other and the way that the other 
members of the team don 't put them- 
selves in good positions to pass, mean- 
ing that play often revolves one-man 
rushes from mid*way down the pitch 
to the try line. But while Rugby may 



not be perfect, it s stiU a pretty good 
'try'. (Cue sound of reviewer being 
shot,} 



SARAKON 




Prim Atari ST/Amjga/IBM PC 

Genre Puzzle 
Pubtistwr Virgin Games 

Games which call the player stupid are 
unlikely to go down in history as great 
entertainers, yet Sarakon, despite mak- 
ing this fatal mistake is a perfectly 
decent rip-off of the Mah Jong tile-swap- 
ping business . Basically, if you imag- 
ine Snap played with some old oriental 
tablets and with some complicated 
'can't do that" rules, then you're pret- 
ty close to imagining what Sarakon is 
all about. 

The aim of the game is to click on 
similar tablets which sit in a particu- 
lar orientation, eventually ending up 
with no tablets left, or at least as few 
ptmibk befute the time limit inns 
out. Once done, the player is reward- 
ed with a breakdown of his score and 
a comment from the computer as to 
his Sarakon ability. 

The problem with these puzzle 
games, however, is that they all look 
similar LTivu^h to make the ptaycr want 
to pick then 1 up and have a go h yet they 
insist on containing enough rule sub- 
tleties to make doing just that impos- 
sible. The result? The Mah Jong player 
will feel infuriated that he can't make 
his normal meves work. 

T^ie presentation is first class, apart 
irom the cheesy sound effects and 
music which don't so much create the 
ambiance of the Far East as a grubby 
take-away in Dulwich. 

If comparatively sedate mouse-click- 
ing is your h;.ig and your eyes can stand 
staring at the monitor for ages while 
you scratch your head, Sarakon is the 
game far you. 

SECRET WEAPONS 
OF THE LUFTWAFFE 




Price IBM PC £40,99 

Genre Simulation 

Publisher Lueasfrlms/US Gold 

Deep, deep, deep. Secret Weapons of 



us JM£ 




the Luftwaffe i& a big old gam* and no 
mistake. It's also the sequel At ma- 
cally acclaimed Their Finest Hour Tbe 
title comes packed with nr* goodies 
but brings the same problem of the 
first game; Le. the flicir 
horrible bitmap graphics. 

The player is offered the 
pilot aircraft in a sreirungj* 
number of historical 
owing or guarding 
place in actual battles and 
the Second World War. 

However, played m * 
Commander style with 
the place of the polygons 
ly and successfully used ■ 
Sims. Luftwaffe will 
owners of the fastest 
merirjg down the detail kwi 
attempt to get it to run at 
able rale. Ambitious 
define their own 
mine what history 
out like if there was 
Messerschmitt BF109G : 
Lar combat situation, 
ly the sort or game 
Wing Commander - that 
want to make excuses k 
simply down to the fact 4 
try-too-hard graphics 



look pretty absurd every now and again, 
there is a quite brilliant game. 



SEVEN COLORS 






Prtce Atari ST/ Amiga/ IBM PC £25.99 

Genre Puzzle 
PubiiShir> Infogrames 
Tems. the game that started it all may 
be getting on a bit now, but there's 
always room for a new puzzle game 
on the market. The only problem is 
that the vast majority of puzzlers that 
have been washing up on these shores 
from America and Europe have either 
been of unbearably low quality, or fitft 
too weird to get the head round. 

Sffven Colors from Infogrames. a 
enmpany that prides itself on its off* 
*br-wallness. Tits snugly into the latter 
It's played over a large board 
up of hundreds of tiny coloured 
nds where the objective is to 
as many diamonds to your 
spreading them like a virus 
the m. htm, fiNri ihdu your oppu- 
bes. The first player to fill 50% 
■ reen area is the winner. It's 



difficuh ernnjgh ro understand when 
you're actually playing the game, so 
don't worry if you're a little foggy after 
that brief explanation. 

In fact the major problem with the 
game is that it's not very easy to under- 
stand, and because things just seem 
to Imppt'n It's not very easy to keep 
track, or indeed to work out what's 
going on at all. The confusing situa- 
tion is further compounded because 
the instructions hardly explain any- 
thing at all Persistent players may well 
get something out of it however, and 
there's a variety of game options to 
spice up the action if they do. Oh, and 
there's some very nice in-game classi- 
cal music which suits the nature of the 
game perfectly and is very soothing 
indeed. 



SILENT SERVICE II 




Price Amiga £35.99 

Genre Simulation 

Publisher Miontproao 

It may have taken five years, but the 

sequel to one of the most critically 



acclaimed and publicly admired sim 
games is finally with us. Silent Service 
11 features all the best bits from the 
first game as well as a host of original 
and new doo-dads. 

Digitised graphics and sampled 
sounds simply confirm the Service as 
a game which is undoubtedly one of 
the most detailed, accurate and realis- 
tic on the market, but new gamers 
should be warned that, just like life on 
a real submarine, it's not all walking, 
er> action, 

No, There's a lot of the old Above Us 
The Warns stuff with turning off engines 
to sneak up on enemy warships with- 
oul alerting their radar. And as for all 
that tank blowing stuff. I ask you! 

Microprose are indubitably the out- 
right kings of all things sim., but their 
policy of increasing the action and min- 
imising the dial-watching as used to 
such good effect in F<t$ Strike Eagk 11 
■A mild be well extended to this partic- 
ular title. 

For gamers wishing to purchase an 
accurate sub simulation, rest assured, 
there is absolutely none better. But 
those expecting to get their torpedoes 
off straight away would l?<?ttvr w 
wait for a more accessible equivalent. 



HOW TO PLACE YOUR ENTRY 

AN yam ha ■ do is send off the form below, together with your payment 
Entries to the Pink Pages cost just £6,00 each. (Except for helpline which is free). 

• TV maumum is 20 words except for helpline. (Helpline entries can be extended to 100 
rafcw - use another sheet of paper if necessary). 

• Tic florae b NOT open to trade advertisers 

• %e mM print your advert isment in the available issue 

• Emiidi could be interpreted as encouraging software piracy will not be accepted 



i 
i 
i 

jPGST TO : 
[ACE READER* 
[Eimp tin 

il.undnn K< 
i 

Please pkKt rr 
uvuiMile i 
1^ 3 m e p .k.h.. > ■ 
Address: 



r\TTDV YD l\yf Write your advertisement hefe - one word P er bo *-' 
iLlS 1 IV I r OixIVl Include your name, address and phone num| 

ber if you want them printed! 



□ 
□ 



M»lil *. 



I \TF4rORY OF ENTRY : 

J I' cm Sate 
J User Groups 



Method of payment 
□ Cheque □ PX) 

Please* make cheques and 
postal orders pay<ible 
to ACE Magazine 



reviews directory 



SOUTAIRE POKER 

Price Game Gear £29.99 (Import) 
Genre Puzzle 
Publiskt r Sega 

Everyone loves a good puzzle game, 
and this is a very good one. The aim is 
simple - select a card from one of the 
Four piles on offer, and place it on a J 
x 5 grid. Points an: awarded for pairs, 
flushes, etc r created either vertically, 
horizontally or along the main diago- 
nals. Score over a certain amount and 
the player progesses on to the next, 
tougher level. There are a number of 
variants on the theme, but that's the 
main thrust of the game. 

What more is there to say about such 
a simple concept? Aesthetically it's fine 

the functional graphics are clear and 
colourful and there's a vast number of 
background runettes to pick between 
Although not exactly using the full- 
colour LCD capabilities of the Gear to 
it's fullest it's one of the most enjoy- 
able Gear games Tve seen for a Jon^, 
long time, and as such comes with a 
strong recommendation, 

SMASH TV 




Price Amiga £25.99 
Genre Arcade Blast 
Publisher Ocean 

"Good luck - you're gonna need it" 
screams the show's oily compere, and 
never have there been truer words said. 
This conversion of the incredibly vio- 
lent Williams coin-op has translated 
surprisingly well to the home systems, 
with nearly all the blood and thunder 
elements so beloved of the original 
ported across faithfully. 

The game takes the form of a futur- 
istic game show, where one or two 
contestants armed with a rapid-fire 
gun slug it out with a seemingly end- 
less parade of thugs, freaks and goons 
to win big money and prizes in a Sin- 
gle-screen arena. Power-ups and end- 
of-zone bad guys add to the already 
phenomenal carnage. 

On a purely visceral level, it's 
immensely satisfying as the plugged 
opponents explode into red gobbets ot 
flpsh. Tndff>d. th** sprite art 1 small 

enough to be almost anybody you want 
1 20 Ji&M 



them to be h so you can imagine thai 
you're shooting up endless clones of 
your boss if you want to. Very thera- 
peutic. 

As a single- player game it's fine, 
though there's a serious risk that bore- 
dom may well set in worryingly early. 
TTie two-player game, on the other hand, 
is something else. There's not been 
player-to-player shouting like this since 
Kick Off i 

The coin-up's two joysticks {one to 
move, one to direct fire) have trans- 
lated adequately to a single controller, 
though if you have two there is an 
option to use both which makes the 
game far better, 

A superb conversion, and more than 
deserving of your hard-earned pennies. 
Go to it, you psycho you! 

THUNDERHAWK 



Price Amiga £30.99 
Genre Simulation 
Publisher Core Design 

Most flight sirns require a good deal 
of practice before any reward can be 
garnered from them. All those key- 
board controls and miscellaneous air- 
craft functions do quite a lot to put off 
anyone looking for a quick blast. Core 
Design have seen this gap in the mar- 
ket and more than adequately filled it 
with Thunderhawkr All control is via 
the mouse, which makes everything, 
from weapon selection to helicopter 
control quick and easy. It's a welcome 
change from the usual memory test of 
clicks and non-clicks. 

The game itself is broken down into 
a series of campaigns, each preceded 
by a graphic briefing sequence indi- 
cating target and terrain type. Before 
taking to the sky the player must select 
the appropriate armament for the 
Thunderhawk, although there's a 
default if this seems to much of a chore, 

What makes the game a treat is the 
handling of the helicopter, The con- 
trols make flyi ng intuitive, letting the 
player get on with the mission rather 
than battling to stay airborne, Graphics 
are smooth and move at a fair click, 
though there isn't much background 
scenery. If you've never been tempted 
to try a flight sim r then this is the game 
to change your attitude. 



STRIKE FLEET 



Price Atari S I / Amiga £25.99 
Genre Strategy 
Publisher Electronic Aits 
Strike Fleet doesn't look the most inspir- 
ing game from the shots on the back 
of the box h but the Lucasfilm credit 
hints that this may be better than it 
appears. As, in fact, it is. Trie game is 
a sea -based strategy game split into 
fourteen individual missions or a more- 
taxing eight -mission campaign. After 
each mission briefing, the player is 
allocated a number of points (depend- 
ing on the difficulty of the mission} to 
'spend' in the shipyard. Each ship 'costs' 
a certain number of points depending 
on its class, so the player must be care- 
ful in picking a balanced fleet. 

Once at sea. the player can flick 
between the ships at will. Control is 
relatively simplistic (thankfultyj, allow- 
ing the player to steer, change speed, 
activate radar and sonar and, of course, 
fire the variety oi on- board weapons. 
In addition, certain ships carry a com- 

pli^mpnt f>rViplif ripier thai ran he writ 

on recces or sub-hunting forays. 

Despite it's initially drab appearance. 
Strike Fleet actually turns out to be 
quite involving. There's a great deal of 
satisfaction to be had from success- 
fully controlling the fleet, and seeing 
off the air, sea or underwater attacks 
provides frequent doses of adrenalin, 
Admittedly, those without a strategic 
leaning are unlikely to be converted by 
the game's charms, but i f Strike Fleet 
sounds at least slightly appealing give 
it a go. I think you'll be surprised. 

UNDER PRESSURE 




Price Amiga £25,99 
Genre Arcade Rlast 
Publisher Electronic Zoo 
Oops, Funny how one minute you're 
on top of the world and ihe next you're, 
erm F not. A situation which top notch 
programmers Eldritch the Cat have 
found themselves in with their latest 
release, Under Pressure. Their last and 
indeed only release, Projectyle was 
exceedingly welt received, being a pret- 
ty excellent sports sim, but Heaven 
only knows what gremlins and glitch- 
es Lire to blame for this d busier. 

Sly led in an uncomfortably similar 
fashion to Psygnosis games (the in- 



between level text is virtually identical 
to Psy^/s game name text and the robot 
which the player controls looks exceed- 
ingly like the creature on the Shadow 
of the Bmrt box), Under Pressure falls 
down in almost every single respect. 

Guiding a huge robotic killing 
machine through a bunch of decaying 
cityscapes, the player must duel with 
a myriad of different monsters - main- 
ly snakes - with the impressive arsenal 
of weaponry available from his cock- 
pit. 

Sounds alright, doe^nl it? Alas, from 
here on in, the game falls down rather 
badly. For a start, everything is far too 
big. The player's robot almost fdls the 
screen, but doesn't have the detail or 
animation finesse to support its size. 
Also r the scale presents a problem in 
that since only one horizontal level of 
the city is ever visible on the screen, 
the game feels more like a duck shoot 
than an exciting adventure. Absolutely 
no aiming is necessary for shooting 
for the monsters either, as they just sit 
up and swallow the player's fire. Oh 
dear. 

-ft 



UTOPIA 




Price? Amiga £29.99 
Genre Arcade Strategy 
Publisher Gremlin 

The quality of life on earth r let's face 
it. sucks. And the world is screwed up 
so bad thai nothing anyone can do can 
^save it. We need to start again. 

This is the premise of Utopia, anoth- 
er Populous/ Powtrmonger style affair. 
Except this time the aim, rather than 
simply ruling a world or conquering 
it is to construct and run it and to make 
all its inhabitants I eel really good! The 
aim is to elevate the quality of life to 
100% - Utopia, 

it's not difficult to grasp the aims and 
controls of me game. And it quickly 
becomes apparent that there are lots 
of problems thrown up by the idea of 
making everyone happy. For a start, if 
you spend all the money on hospitals, 
food production and month-long sports 
festivals, your populace will be con- 
tent, but without any credible defence 
when the inevitable computerdom 
trolled alien lj stack occurs. 

Beginning from just a few key build- 
ings, it's up to the player to construct 
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the colony using i ~rm imrr aimnr 
while inspecting the world m anwf- 
ric 3D. There arc almost ■ar^es m 

this scNCiety, You an run i|p w» 
ally any way you want. 

The only factor thai is emmmgn 
option to try and run thing* as a <bc- 
tatorship regime and mike a certain 
parr of the population 
keeping the workers grand down bud 
the dirt. Stilt, that new vvh, does 
it? 

VOLFIED 




Price Atari ST/ Amiga £24 99 
Ci\?r?rc a Arcade Blast 
Publisher Empire 

Qrx is back in town, and better than 
ever! No matter how widely tastes may 
differ among the gamesplaying fra- 
ternity, you'd be hard pushed to find 
anybody who doesn't enjoy a game 
of good old Qix. Its appeal is univer- 
sal because it's so simple and addic- 
live. and like Brt'&kout. its gamepUv 
has stood the test of time. What Voified 
(converted from Taito's coin -op i rep- 
resent?; is a 90s version of the original 
classic - it is to Qix what Arkartoul was 
to Breakout, keeping the original frame- 
work intact, but adding lots of pretty 
backdrops, p«wer-ups and extra fea- 
tures. 

For the most part it's much the same 

- draw boxes around the screen to fill 
up 75% or more ot the screen area with- 
out the fijsewire which makes up the 
line itself getting hit by any ot the 
marauding enemies - which, instead 
of the old gyrating line, now takes the 
form ol~a giant mothership that roams 
about spirting about bullets, and a coil- 
pte of pesky little helpers. Lasers and 
speedups are among the collectable*, 
while hi^h-iech backgrounds and SFX 
provide the aesthetic overhaul. 

Since Qax-style garner are so thin on 
the ground, Voified, with its classy exe- 
cution and uncluttered gameplay is a 
welcome addition to die software scene 

- and if you've got any sense and admi- 
ration for the classics, you'll add it your 
collection too. 

VROOM 




Pnce Atari ST £24.99 
Genre Racing Game 

WbltSher Lankhor 

Without wanting to be nasty to our 
European counterparts, w hat with 1992 
and all that, it has to be said that most 
of the software that crosses over irom 
the continent is a bit smelly. Vroom, 
however, from French publisher 
Lankhor, has proven itself to be the 
exception to the rule. Although it s not 
a patch on the likes of Indianapolis 500 
or Formula One Grand Prix, Vroom is 
nevertheless a jelh supper raring game, 
boasting very impressive speed as the 
player \Tooms his way (hence the name) 
around a first^person environment. 

It's got all the usual fixtures and fit- 
tings ■ rearview mirrors* pft-5tops\ over- 
head maps bridges, dips and hills on 
the track, training modes, qualifying 
bps, choice of course and some spec- 
tacular crash sequences, h's more o£a 
racing game fhan shsubfrGEL as con- 
trols and uxstrimieGtatbaa has beets 
kept to 3 wMmmm - their 5 nothing 
too much to worry about here apart 
fri iBptofciuj fast racing &e other 
car? and keeping on the road And rt 

and quAf computeve , with the 

array of racing options adding to the 
game's bnge^w , The only dodgy fac- 
tor is that the joystick option is restrict- 
ed to the arcade mode ■ the more 
serious race options only allow mouse 
control. Very dodgy indeed. But apart 
from that, not at all bad. 

irttitit 

WILLY BEAMISH 



Price IBM PC £34.99 
Genre Adventure 

Publisher Dynarnlx/Siflrni On Line 

The Adventures of Willy Beamish, to 
give it its full name, is somewhat of a 
oddity. Dubbed an 'interactive 1 car- 
toon', it's sort of a weird cross between 
The Wonder Years and The Simpsons. 
Willy is the typical a 11 -American trou- 
blernaking pre-teen schoolkid, com- 
plete with grubby hands, pet frog and 
accordingly stereotypical family. Strange 
things are afoot in suburb of Fmmpton, 
and Willy must investigate. 

Willy is yet another of those games 
that sounds a whole lot better than it 
actually is, That's not to say that it's 
bad, but the gameplay is very trial-and- 
error, with luck often playing more of 
a parr than skill or judgment, As such, 



more time is spent restoring saved 
.pames than actually playing, and it can 
get quite frustrating at times, especially 
when . • jve to tl rough she 01m- 
ical set apiece for the umpteenth time. 
As an interactive cartoon, it's excllent. 
with suitably stereotypical characters, 
some funny jokes and gorgeous visu- 
als. As a game it s compelling, but not 
in a way that encourages real addiction 
or involvement. You're unlikely to come 
back to again and again. 

itHtiZir 



WING COMMANDER II 




IBM PC £34.99 

Genre Arcade Blast 
Origin 

So matter what else you might say 
about the Wing Commander games, 
they took darned good. The trouble is. 
their isi^t really much else to say about 
then WA perhaps tha t e a Uttk tureh 
but here in the srqud to the much 
talked^ about and btde^pliycd original . 
it's my much a case of more of the 
same. 

Interstellar war with the Kflrathi con- 
tinues, and in the most recent Kilratht 
victory, the Confederation flagship 
Tiger's Claw has been destroyed by 
invisible Kilrathi stealth fighters. As 
the sole survivor of the assault, the play- 
er must first convince his federation 
comrades, that the attack did genuine- 
ly take place and then lead a Federation 
force to track them down and destroy 
them. 

Graphically excellent although par- 
ticularly processor heavy. Wing 
Commander II certainly isn't a bril- 
liant game. It's a worthy sequel to its 
predecessor but is the sort of title where 
that trite old phrase about trying before 
buying is 100% appropriate, 

it it -it 

WOLFCHILD 




Price Amiga £25.99 
Genre Arcade Blast 
Publisher Core Design 
Okay, okay, so it's just another plat- 
form game. What separates Wolfe h Id 
from the ever-growing crowd is the 



sheer excellence of its execution. Rick 
Dangerous creator Simon Phipps has 
surpassed himself once again, creat- 
ing a game that has everything an 
arcade afEctonado could ask tor - incred- 
ibly fast- paced action, superb graph- 
it s, awesome pyrotechnical displays, 
a rollicking soundtrack and... ooh, lots 
more besides. 

The plot tells of a brilliant genetic sci- 
entist kidnapped by a corrupt corpo- 
ration to produce mutant killing 
machines for their own dastardly ends. 
The scientist's son, Saul Morrow, bungs 
himself into his dad's prototype gene- 
splitting machine and turns himself 
into Wolfchild, a half- man, half-beast 
character with special energy-spirhrig 
powers. 

What follows is five levels of top- 
level platform cum beat'em-up action 
with Saul switching back and forth 
between his human and beastly forms 
to help him progress. When enough 
energy is collected. Saul becomes the 
wolfman character and is blessed with 
the power to fire orbs of electrical ener- 
gy at the mutant hordes that continu- 
ally attack him. 

[t might not be the most original 
game in the world, ita supreme pkrabi 
ulity more than makes up for any lack 
of real innovation. It's hard, fast and 
dangerous tc know, Give it pride of 
place in your platform collection now. 

trttiritit 



WORLD 
CLASS RUGBY 




Price Atari ST/ Amiga /Z5.99 
Genre Sports Simulation 
Publisher Audiogenic 
Audiogenic have opted for a rigorous 
approach to the sport, offering plenty 
of accuracy and a great deal of scope 
for subtle play. And as such, it's some- 
what more satisfying to play, if a bit 
harder to get into. 

Ifs also a lot prettier, with play viewed 
from a }D angle and all the players ani^ 
mate nicely if a little stiffly. If this doesn't 
appeal, there's a selection of other views 
on offer, including a no-nonsense top- 
down view for the more traditionally 
m inded. World Class Rugby may not 
have Domark Rugby's pkk-up-and-play 
instant appeal, but it's a good bet that 
of the two this will be the one you'll 
still be loading up in a year's time. 



the last bit 




No time for any messing about 
this month, "cos we've got a 
picture to fit in! Instead, let s 
get straight on with the carnival of slan- 
der! 

Talk about trend-setting. You may 
remember last month's revelation to 
the Blitter about the rather unprofes- 
sional {yet strangely amusing) antics 
of a bunch of high-level software del- 
egates while on business in foreign 
parts. Apparently, after partaking of a 
few beverages (which roly-poly Sean 
Brennan never does), the trio took it 
upon themselves to travel up and down 
in the hotel lift, stopping at every floor 
and filling the elevator tar with furni- 
ture fiom the Vial] ways. This is of course 
hilarious. But it's not as easy as it 
sounds. While this first group of phan- 
tom stackers disappeared silently into 
the night like ninjas, a copycat group 
of software bods were not so lucky when 
they tried it themselves during the 
recent World of Commodore show in 
London. 

These copycat stackers went up and 
down in the elevator, filling it up with 
occasional tables, settees chairs and 
pot plants as they went along. 
Unfortunately what they neglected to 
realise was that the whole thing was 
being monitored by the hotel's closed- 



circuit TV cameras. When said dele- 
gates tried to check out of the hotel, 
they received 3 thorough roasting from 
the management, Needless to say, the 
delegate's superiors were none too 
pleased when confronted with the 
video of what their staff get up to late 
at night. Frankly. Blitter doesn't see 
what the problem is. There's nothing 
wrong with a bit of boisterousness 
after you've had a few ■ especially when 
it's something as side-splitting as fill- 
ing a lift up with assorted items of fur- 
niture. Don't people have a sense of 
humour these days? 

It's amazing how good certain mem- 
bers of the industry can be at name- 
dropping when they try. Our own Gary 
W r hitta can hardly resist the tempta- 
tion to tell us all how he's top mates 
with Clive Barker at every available 
opportunity, Ad Manager Mike Wills 
has an uncanny knack of being able 
to drop the words "Dave Lee Travis' 
ini.o every other sentence, and Ocean's 
Gary Braceys hob-nobbing prowess 
is nothing short of legendary. 

Hut none of these tales can compare 
to the awesome chin-spinner recent- 
ly recounted by Probe Software head 



kKincho Fergus McGovem. Apparently, 
while on business in the USA last year, 
our Ferg was staying at a five star hotel 
(as is his wont), with none other than 
movie megastar Al Pacsno staying in 
the very next room, While entering the 
lift one fine morning, who should 
Fergus bump into but Big Al himself! 
Unfortunately, the teenage software 
whiz-kid ljecame tongue-tied with awe 
and simply couldn't think of anything 
to say to the pint-sized Oscar-nomi- 
nee. Af ter about a minute of nervou s 
stuttering, the best thing he could come 
up with was " I know somebody who's 
written a computer game about you", 
reiernng to the Godfather licence. Al, 
who's not known to be a big comput- 
er fan, was less than impressed by 
this startling revelation and replied 
with a polite yet prompt "Do you now?" 
before leaving the lift to embark upon 
some top movie project. Here at the 
B litter we re reduced tu similar sutra 
of starry-eyed awe whenever the leg- 
endary Derek Bitmap drops into the 
ACE office. It's like we were saying to 
Bobby DeNiro and Marty Scorsese just 
the other day... 

After the runaway success of "educa* 
tionaT video The Lover's Guide, Blitter 



thought it'd jump on the bandwagon 
and print a few handy love hints of it* 
own. In this first of a handy cut-out- 
;i n<l -keep series, w r e present some 
invaluable tips from none other than 
Finnish programmer Stavros Fasoulas, 
creator of such (^14 [-Tt-jte as Sanxion. 
Delta and Quedex, With a program- 
ming record like that, you'd expect Stav 
to be a big hit with the ladies - and 
you'd be absolutely right. So heed his 
words of wisdom. SUV's first tip is that, 
should you ever choose to visit his home 
dty of Helsinki, you should ensure you 
go at the right time of year. The rea- 
son for this is that acaxding to Straus, 
Finnish women seem to change 
through different parts of the year. Go 
in Autumn or Winter and you could 
well receive a frosty reception f rom the 
feinal locals, hi al try again in die Spring 
and Summer and you could well find 
the lusty lovelies practically throwing 
themselves at you! This is all of course 
completely unconfirmed, but Stavros 
swears it's true. And this is the man 
who urinated on Sensible Software's 
carpel, so he knows what he's talking 
about. 



It has recently been brought to B littery 
attention how r certain members of the 
software industry look uncannily like 
famous celebrities, It all started while 
Blitter was following the televised trial 
of William Kennedy Smith, and It 
dawned on us how the great Senator's 
nephew bears a striking resemblance 
to Computer + Video Games Ad 
Manager Jim Owens. 

Another personal favourite Ss the 
particularly striking resemblance 
between Electronic Arts' PR Manager 
Simon JefFery and fiery screen super- 
star Joe Pesci, Simes" no-nonsense fea- 
tures make him a dead ringer for trie 
Oscar- winning star of Goodfellas and 
Home Alone. And what about 
C Iremlin's Ian Stewart and Al Pacino 
in The Godfather Part III? Our par- 
ticular favourite, however, has to be 
the uncanny likeness between 
Mirrorsoft Managing Director Peter 
Billota and Nintendo's Koopa-bashing 
superstar Mario! If you have any sug- 
gestions of your own 7 please call in and 
let us know. There's a special cash prize 
for anyone who can come up with an 
industry lookalike for Jimmy Krankie. 
Windsor Davis or Mr Bean, look out 
for the results in next month's issue, 
Until then, keep em peeled? 

•Blit Blit! 



ACE PICTURE POWER! 

This month sees the first of a regular Iruiuje in the Blitter - every month 
well be printing an embarrassing snapshot of an industry top dog 
caught in a compromising position. If you happen to have such a photo, 
Blitter would be very interested in taking a look see, with a view to pub* 
lication. There's a hefty brown envelope filled with used, TJon-sequen- 
daily numbered ten pound notes for the best one we receive each month. 

We kick off this month with this tantalising photey of interesting yet 
slighdy dangerous (and roly-poly) Mirrorsoft Marketing Director Sean 
Brennan, This is in fact a rare shot indeed, as hardly anyone within the 
industry has never seen Sean the worse for drink Some experts claim 
that this picture is in fact a highly elaborate hoax using sophisticated 
photo-trickery techniques, as everyone knows that Sean never touches 
a drop and, except for evenings, weekends, lurichtimes and occasion- 
al morning j nd afternoons is always as sober as a judge. Next month 
we'll bv fin rump a litUe-seen picture of hirure's J'ublishiiijj Direuui 
Greg Ingham with his mouth dosed - also believed to be a hoax. 
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SOCCER AT IT s BEST. 
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(Nintendo) 

Each player on ihe pitch is an^ individual 
with a unique combination of skills and 
physical attributes. 

Instinctive joystick controls to Pass, 
Dribble, Shoot Head and Chip the ball or 
do a Sliding Tackle- 
Curling Corner Kicks, controlled Throw Ins 
and Goal Kicks, 

Injury and Extra Time. Red and Yellow 
Cards. Set Piece Free Kicks and the famous 
AFTER TOUCH to let you bend r swerve 
and dip the ball. Plus a host of other 
01 
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Cup, League and Euro Trophy 
Competitions with PENALTY 
SHOOT OUT, 
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IMAGINEER Co., LTD 

Innovation Through Human Network 
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You don't ask for power... 
...You take it!" 
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THE ACTION GAME 



"You don't ask lor power... 
...You take it !" 
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U.S. GOLD LTD, Units 2/3 Holford Way, Holford, 
Birmiiighiim KG 7 AX, Tel: 021 
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Available for 




Amiga, PC (VGA) 
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